5 (Beta) Lost in
Space

Intfroduction

You are going to learn how to program your own animation!

Follow these one by one
l. Test your Project Click on the green flag to TEST your code
e Save your Project Make sure to SAVE your work now

®
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Step 1: Sprites

& Activity Checklist

1. First, make sure that you have opened up the Scratch editor. D
It should look something like this:
(EFSE & Filev Ediv Tips About &+ X Bl Username v
Iy [Umiﬂedd F . Scripts Costumes Sounds m G‘.ﬁ See project page
':f.zf by Username (unshared) otion IEvean . @
I Looks I Control
I Sound I Sensing 0
I Pen I Operators y: 0
I Data I More Blocks
IS
o
XD 216 y: 180 4
Sprites New sprite: Q / H’ (o]
D b
e, Lo
e ———
@/ae Backpack Y |
2. Before you can start animating, you'll need to add in a ‘thing' to O

animate. In Scratch, these ‘things' are called ‘sprites’. The cat
that you can see is a sprite called Felix, who is the Scratch
mascot. Lets get rid of him for now, by right-clicking on him,

and clicking ‘delete’.

delete

save to local file

3. Next, click ‘Choose sprite from library’ to open up a list of all [:]
the available Scratch sprites.
X, 155 . 18D |4

Sprites New sprite: '@ / & £

I_I Choose sprite from library
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4. Scroll down until you see a spaceship sprite. Click on the D
spaceship, and click ‘OK" to add it tfo your animation.

. ¥ x
Spnte lerary Giga Giga walking Gaobo Hippo1 Knight
All '
Animals
People '
Things Nano Pico Pico walking Prince Princess
Transportation
g ( [y )
Castle ‘
City % ?
Flying E! !! ! SEQ
[ Ly Reindeer Robot1 Snowman Tera Unicorn
Music and Dance
Space )
Sports
. 2 O W Al
All Witch Wizard Boy Wizard Girl Wizard Spaceship
Bitmap S
Vector m cancel
5. Click on your new spaceship sprite, and click the ‘Costumes’ D
tab.
F . Scripts Costumes Sounds
New costume: - -
. | spaceship-a
d/ad
1
6. Use the arrow tool to select the image. Then click on the D

circular rotate handle, and rotate the image until it is on its
side.

®
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|spaceship-a W @ | Cear | Add | Import | gyl |+

W o =100/~ »ES

[m]
O
[m] O O
7. You should now have a big spaceship on your ‘stage’. The D

'stage’ is the area on the left, and is where your animation will
happen. Think of it as a performance area, just like a real
stage! You can drag the spaceship around the stage to move
it.

At the moment, the stage is white, and looks pretty boring!
Lets add a backdrop to the stage, by clicking on the ‘Stage’
icon, and then clicking ‘Choose backdrop from library’.

o)

Sprites
3..
Stage Spaceship
1 backdrop
Mew backdrop:
g +
A/ -

Choose backdrop from library

O
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8. Click ‘Space’ on the left, and then click tThe ‘Stars’ backdrop O
and click ‘OK" to add it to the stage.

stars

Backdrop Library

Al
Indoors
Outdoors
Other

Castle

City

Flying

Holiday

Music and Dance
Nature

Space

Sports
Underwater

Your stage should now look like this:

Fgg! |Untitled-1
L_-_J _ .
by Usermname (unshared)

®
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Challenge: Adding another sprite
Can you add another sprite (the Earth) to your stage, so that it

looks like this:
M1 | Untitled-1
I._-_J

by Username [unshared)

9 Save your project

You should save your work regularly, so that you don't lose it. First, give your
program a name, by typing one intfo the text box above the stage. You can

then click ‘File’ and then ‘Save now' to save your project.

Space
by Usernar

|
Lol
Save now
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If you're using Scratch online, clicking ‘Save’ adds your program to your ‘stuff,
which is an online folder that you can access from anywhere, even from home.
You can access your stuff by clicking ‘File’, and then clicking ‘Go to My Stuff’.

My Stuff + Mew Project + New Studio

Sortby -

Space

L

[45]
o
i

P i

See inside

This shows you a list of all your projects. Click ‘See inside’ to continue
programming your animation.

If you're using Scratch online and don't have a username, you can click
‘Download to your computer’ to save your project.

@
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Step 2: Animating your sprites

Now that you have some sprites, let's add code to animate them!

Q Activity Checklist

1. Letf's create a script for the spaceship, by using code blocks. D
You can find the blocks in the ‘Scripts’ tab, and they are all
colour-coded! Drag these 2 blocks into the code area to the
right, making sure that they are connected together (like Lego
blocks).

B “. . Scripts | Costumes | Sounds mE
J Events

J Looks J control
ISaund ISE“sing

I Pen I Operators
I Data I More Blocks

move ) steps
- pu——
s @ s 0 -0 @

direction &kl

Change the mjmbers in tThe code blocks, so that the code is
exactly the same as in the image above. Here is the code that
you should add:

point towards Earth

glide @ secs to x: ) y: §)

To make the block, you'll have to drag on
the block, and then click the down arrow to select your ‘Earth’

sprite.

2. If you click on the code blocks to run the code, you should see C]

the spaceship tfurn and move towards the centre of the stage.
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The screen position EHGOIFHG) is The center of the stage. A

position like EHEGEDIHEER)) is towards the bottom-left of
the stage, and a position like EHEEDIHEEZ) is near the top-

right.

If you need to know the coordinates of a position on the stage,
move the mouse to the position you want and make a note of

the coordinates, which are displayed below the stage.

©
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X. 140 Y. 120

3. If you try to click the code again, to run it a second time, [:]
nothing happens! That's because the spaceship is already at the
position it's been fold to glide to. Let's improve your animation,
by telling the spaceship to start at the bottom-left of the
stage, and point upwards to begin with.

4. Add some more blocks to your animation, adding them on top C]
of the blocks you already have. Your code should now look like

this:
point in direction m
go to x: ¥
point towards Earth
glide B secs to x: m y: m
You'll find the block by clicking on the orange
blocks section.
5. Your spaceship how moves every time you run your code. Try it! [:]
6. You can also attach your animation code to an ‘event’. This C]

means that the code will run when something happens, such as
when the green flag is clicked, a key is pressed or a sprite is
clicked.
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Scripts Costumes Sounds

I Motion m
I Looks Control

J sound J sensing

I Pe I Operators
IDat:—: IH:I e Blocks

when space  key

when this sprite clicked

Drag an event onto the start of your code, so that your
animation starts when the green flag is clicked. This is how your

code should look:

when clicked
point in direction m

go to x: bl -150

point towards Earth

glide B secs to x: m y: m

7. Try out your animation a few times, by clicking on the green D
flag just above the stage.

~e

D
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Challenge: Improving your animation

Can you change the numbers in your animation code, so that:

C] The spaceship moves until it fouches the Earth?
C] The spaceship moves more slowly fowards the Earth?
You'll need to change the numbers in this block:

glide § secsto =: ) yv: ()

g Save your project

Step 3: Animating using loops

Q Activity Checklist

1. Another way of animating the spaceship is To fell it To move a D
small amount (say 4 steps), lots of times. Delete the
block from your code, by right-clicking on the block and
clicking ‘delete’. You can also delete code by dragging it off the
script area, back into the code blocks area.
2. Once you've removed your code, add this code instead: [:]

when clicked
point in direction m

go to x: EED) v: GED)

wait secs

point towards Earth
repeat

| mowve ﬂ steps

| —

3. The block is used to repeat something lots of times, D
and is also known as a ‘loop’. If you click the flag fo try out this
new code, you'll see that it does pretty much the same thing

&

These projects are for use inside the UK only. All Code Clubs must be registered. You can check registered clubs on the map at www.codeclub.org.uk.
This coursework is developed in the open on GitHub, at www.github.com/CodeClub. Come and join us!



as before.
4. Using a loop to move the spaceship means that you can add [:]
more code inside the loop to do interesting
things. Add the block intfo the loop
(from the 'Looks’ section), to repeatedly change the colour of
the spaceship as it moves:

when clicked

point in direction m

go to x: VL -150

: wait B secs

point towards Earth

re;e:t

mowve ﬂ steps
k
change color effect by E

| —

Click the flag to see your new animation.

00

6. You can also improve your animation, by making the spaceship
get smaller as it moves towards the Earth. Remember to also
add code to the top of your animation, to make your spaceship
full size to start with.

when clicked

set size to Pl %

point in direction m

go to =: bl -130
| _-:_rl: €Y secs

point towards Earth

re;eat
| move ﬂ steps

k
change color  effect by EE)

k
change size by ﬂ
| —

7. If you try out your animation now, you'll see that it looks much D
better than beforel!

e
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e Save your project

Step 4: More loops

& Activity Checklist

1. Let's add monkey to your animation, who's lost in space! Start C]
by adding in The monkey sprite from the library.

Hippo1 Horse1
3
Lionness Monkey2
2. If you click on your new monkey sprite and then click [:]

‘Costumes’, you can edit how the monkey looks. Click the
‘Ellipse’ tool, and draw a white space helmet around the
monkeys head.
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Costumes 4% See project p

Mew costume:

d/aB

K

monkey1-a
118x137

| n Clear | Add | Import |l 2+

o =EBO/  ~

3. Now click ‘Scripts’, and add this code tfo the monkey, so that it [:]
spins slowly in a circle forever:

r-turrl (&) degrees

The block is another loop, but this time one that
never ends. You'll have to click the stop button (next to the
flag) to end this animation.
4. You can also combine loops. Add a ‘star’ sprite to your [:]
animation, and add this code to it:

D
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e [ ]

m Control

I Sound I Sensing

I Pen I Operators
J pata ] More Biocks

think [EETM for @) secs

5. Click the flag to test out this star animation. What does this C]
code do? Well, the star is made slightly bigger 20 times, and
then made slightly smaller 20 times, back to it's original size.
These 2 loops are inside a loop, so the animation

keeps repeating.

9 Save your project
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Challenge: Make your own animation

Stop your space animation, and click ‘File" and then ‘New', to
start a new project. Use what you've learnt in this project to
make your own animation. It can be anything you like, but try to
make your animation match the setting. Here are some
examples:

g Save your project

Well done! You've now completed your first Scratch project. If you are using
the online editor, you can let others see your animation by clicking ‘Share’ in
the top-right of the Scratch editor!

| share | (9 See project page

@
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