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NEW SCRATCH - GRADE 5

Lesson m Introduction to Scratch

Lesson m Board Games
Lesson m Paint Trails

Lesson m Tricky Cups

Lesson m Where’s Waldo
Lesson m Apples Basket
Lesson m Snake Game
Lesson m Motion Pixels
Lesson m Hangman

m Rolling Background
m Gravity Pull

m Switching Platforms
m 3D Simulation

Lesson m Make an Advertisement (Open Project)

Lesson

Lesson
Lesson

Lesson

Lesson E Music Application (Open Project)
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BOARD GAMES

Create a board game!
« Set up all the board positions into lists (x

positions + y positions) using pen blocks
 Show a random dice costume when it's clicked

« Move the player the number of the dice costume
in addition to the steps it already moved

co Add your characters
eo Choose a background

eo Create a plan to follow

Check out the lesson's gallery to
find additional characters and
background options

« decide the initial characteristics of your
characters you want to start with

« figure out how to set up the board positions into
lists (x positions + y positions) using pen blocks

« figure out how to change the dice costume
randomly when the dice is clicked

« figure out how to move the player character the

number of the dice costume in addition to the
steps it already moved



Think about «‘f\ The not block is used to check if
BOARD GAMES the order the opposite of a condition is True.
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BOARD GAMES

Modify your program to
continue the board games rules

Hint: figure out how to
continue your
programming to check
if the player lands on a
ladder block it will
move up it to the top of
ladder block or if it
lands on a snake tail
end block it will move
down to the head block

CHALLENGE
YOURSELF!




