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Design

Now that you’ve learned how to use variables, now we’re going to learn how to design a program based on what we see. 
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Go to your Scratch folder and make a copy of pen2.sb and call it pen3.sb. Open the file and ensure the code looks like that shown below. Set your variables so that your script draws a square like the one at the right. 
[image: image5.png]=




What did you set your variables to? 
X = 

Y  = 

times = 

move = 
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Our goal is to draw this more complicated picture on the right.  What are some of the things we might need to know to draw this? 

A. What control statement will be helpful in reproducing this picture?

B. How many times is the square reproduced? Add a variable called duplicates to represent this amount. 
C. How many degrees are in a circle? 





D. How many degrees does the sprite rotate between drawing each square? (Hint, there is a relationship between the answer and B. and C.)

E. So how can we get this done… Well It turns out you can put a loop inside a loop! Then change your code so it looks like this 
set pen color to purple

go to x: x y: y
point in direction 90
pen down

clear

repeat _______    (see question B )


turn _____ / ______ (see question D)


repeat   times



move move steps




turn 360/times degrees




change pen color by color
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Now for the next design, we’re going to watch the Cat and Unicorn race. What are a few things you notice about this race? 









A. What do you notice about the variable names? 

B. When you create variables in Scratch, they can be “For all sprites” or “For this sprite only.”  Would it make sense to have the horse’s position as “For all sprites?” Or “For this sprite only?”  Why did you choose what you did? 





C. What type of variables would make sense as “For all Sprites?”
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D. Open up race.sb. Note it has two sprites: a Lakeside Lion and a Seattle Prep Puma. Create a background that is the finish line. Write a script for each sprite to imitate the Cat and Unicorn race.
Homework: Create a 3rd racer, using your own. You get to make your own sprite animal, and it’s own script. Be prepared to show it next class.  
