C (..,) D E CSCL: Unit 3 Grade 1

for FUN

Lesson 3.2 - 3.3: Dance Alone

An introduction to Scratch Jr.

In this lesson, students will: 1. Demonstration 5 mins
< Create an algorithmic sequence in 2. Exploration 10 mins
Scratch Jr. 3. Algorithm 10 mins
+ Be able to define what an 4. Dance! 15 mins
algorithm is. 5. Wrap Up & Reflections 5 mins
% Test and refine computational
artfgets ] EFEEmmmsmsmsmsmemsmekmem--

Resources & Links

[ Scratch Blocks:

[ Download and install Scratch Jr. on https://www.scratchir.org/learn/bl
a tablet or as a chrome extension ocks

d Google Slides

(d Scrath Jr. Interface:
https://www.scratchjr.org/learn/in
terface

Preparation
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https://docs.google.com/document/d/1ghySMNtTDG_LY1Vx89EWQdLUsINpfpdUvZZSbxtg_Kg/edit?usp=sharing
https://www.scratchjr.org/learn/blocks
https://www.scratchjr.org/learn/blocks
https://docs.google.com/presentation/d/1ioBCnoz66Stz6iprbe44PxGKuyF5X3kea4uDzhlRKao/edit?usp=sharing
https://www.scratchjr.org/learn/interface
https://www.scratchjr.org/learn/interface
https://www.scratchjr.org/about/info
https://bootuppd.org/
http://creativecommons.org/licenses/by-nc-sa/4.0/
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1. Demonstration
&) Demonstrate to students
8 - How to open Scratch Jr. on their device
- Introduce the Scratch Tic character and explain that today, we are going to
give it instructions to make it dance (on iPad, it might be a cat)

"
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https://www.youtube.com/watch?v=KAD-RYeDNoE

- Introduce the students to the motion blocks. Drag a few of them onto the programming
area and ask students what they think each block might do.
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https://www.youtube.com/watch?time_continue=3&v=6jPNmIBmY7o
https://www.youtube.com/watch?v=KAD-RYeDNoE
http://creativecommons.org/licenses/by-nc-sa/4.0/
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Move Right
L‘\ ) Moves the character a specified
~ L
Ojj‘_) number of grid squares to the
| .
> ht.
L rig
1
Move Up
I.-1 4 < l Moves the character a specified
J gf’jj number of grid squares up.
e
-
1
Turn Right
/— l Rotates the character clockwise a
L’_}SLJ " specified amount. Turn 12 for a
r: full rotation.
1
Hop
< 'l Moves the character up a
LJ E<> “ specified number of grid squares
and then down again.
L JJ d then d i
IR

Maove Left
[_" N Moves the character a specified
CFLUJ\] number of grid squares to the
!
= left.
L
1
Move Down

[ = ) ‘.
'3

Turn Left

Moves the character a specified
number of grid squares down.

Go Home

Rotates the character
counterclockwise a specified
amount. Turn 12 for a full
rotation.

Resets the character’s location to
its starting position. {To set a
new starting position, drag the
character to the location).

2. Exploration

From https://www.scratchjr.org/learn/blocks

Students get some time to create a project and explore the motion blocks. They can work alone
or in groups. Encourage the students in their exploration

Step 1: Open the Scratch Jr. Application

Step 2: Click on the Home button
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https://www.scratchjr.org/learn/blocks
http://creativecommons.org/licenses/by-nc-sa/4.0/

C ( ) D E CSCL: Unit 3 Grade 1
L1}

for FUN

When yourre . Take a
ready te teur by

dive in, tap tapping the
the yoare L auvgstion

button, mark.

Step 4: Drag some blocks and click on them to see what they do
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Regroup the class and ask students what they have discovered.

3. Algorithm
An algorithm is a set of instructions to complete a task. Examples of day-to-day algorithms are
- Arecipe to make a cake
- Instructions on how to brush your teeth
So far, you might have experimented with some motion blocks like going forward by one step or
turning right. We can snap blocks together to make it a sequence.

You can show some samples of sequences and ask the students to predict where the character
will do.

4. Dance!

Students can work on their program to create algorithmic sequences in their code to make Tick
dance.
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5. Loopy Dance!

Demonstrate an example of a project with a little more complexity added:
https://youtu.be/KAD-RYeDNoE

A. Green Flag
Instead of selecting the blocks to trigger the code to run, students can use the Green Flag bock

from the Triggering Blocks

Start on Green Flag

Starts the script when the Green

F Flag is tapped.

They can try adding the green flag block at the beginning of their script:

ol &) C

B. Loop
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https://youtu.be/KAD-RYeDNoE
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If you have found a set of instructions that you like for a dance move, wouldn’t be cool to repeat

this dance move several times? We can use the Repeat Block to wrap around the instructions
that we would like to repeat

Wait

Stop
F— ] -..| Pauses the script for a specified e sStops all the characters' scripts.
| ¢ amount of time (in tenths of ‘I |m|,,
J L
b seconds). —
v ,ar <
U
Set Speed Repeat
: Changes the rate at which certain [ - — ] Runs the blocks inside a specified
| _ blocks are run. | 1 j oo 9 number of times.
o i~ i |
_'_ / ) < /

m e

Give some time to students to explore different moves and repeat.
Extensions:

- Can you create a choreography with different moves that repeat?
- Select a background

- Add another character so it’s not a dance-alone party anymore.

6. Wrap-up and Reflections
Reflection Points:

What are 3 different ways you could change a sprite’s algorithm?
What happens if you change the order of the blocks?

Can you think of a day-to-day algorithm?

Assessment on Appendix A
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Appendix A

Link each instruction with its correct label

Turn Left

Move Right
® Hop

Move Up

Turn Right

Go Home

Move Down

Move Left
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