Adult Guidance: Ready, Steady, Go!
Lesson 5

Children’s individual solutions to creating the code may vary but trial and error and experimentation with ideas
should be encouraged.

At the start of this lesson, it is recommended that children save their work under a new name that indicates
‘Ready, Steady, Go! Lesson 5’ to allow for assessment against this lesson’s success criteria.

The quiz introduced in this lesson includes more complex coding, but allows the children to see how effective
Variables and Operators are when joined together.

Some Potential Debugging

+ Ensure the children place all of their question code inside the forever loop otherwise the questions will not
continuously generate. Some children may not snap their blocks in correctly and this can affect the whole
algorithm.

* Ensure that when creating the number variables, that two are created labelled: Number 1 and Number 2. If the
children join Number 1 and Number 1 together this will create square numbers, for example, 2 x 2. They will
need to join Number 1 and Number 2 together for their randomised multiplication questions.

« If the sprite appears to jump’ positions, return to the Paint Editor for that sprite and check that the sprite is in
the centre of the canvas.
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Adult Guidance: Ready, Steady, Go! Lesson 5

Possible solution for the whole quiz:

This variable will generate arandom
number between 0 and 12. This will be the
first number to be multiplied.

forever

Set Number 1~ to pick random o to @
This variable will generate arandom I

number between 0 and 12. This will be the Set Number 2~ to pick random o to e
second number to be multiplied. I

Set Correct ~ to Number1 + Number 2

This variable sets the correct value as
Number 1 multiplied by Number 2. ask join join Number 1 o Number 2 and wait

if answer — Correct then
It would be useful to explain to the childre

that this segtion uges the ask and wait move @ steps
block used in previous lessons.

ls
Two join blocks are needed. One join B

block joins the Number 1 variable and the say @ for e seconds
multiplication sign. The other join block, S

nested inside the ask and wait block, joins
the Number 1 and multiplication sign to
the Number 2. The player will then see

the question displayed as two random

numbers multiplied: 5 x 9. say for e seconds

Using the touching edge block here brings
an end to the game and triggers the say
block.

if = touching edge~ ? _then
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Adult Guidance: Ready, Steady, Go! Lesson 5

For the children completing the * Ready, Steady, Go! Algorithm Activity Sheet, here is a possible approach
to changing the text in the Looks block.

say QL Luck next time! for o seconds

For the children completing the ** Ready, Steady, Go! Algorithm Activity Sheet, here is a possible approach
to changing the effects and adding extra Looks blooks.

if answer = €@ then

say for (@) seconds

move @ steps

Add another Looks block for each
time a correct answer is given.

Tl Oops! Better luck next time JoY3 o seconds

wait §¥4 seconds

change size by e

Like in the previous lessons, children
can animate the sprite by changing

its colour, size or by adding an effect.
Remember that sometimes you may
need to add a clear graphics effect

block or a wait block to show the if touching edge~ ? _ then
change.

LTl Winner! BTy aseconds

change all ~
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This set Score block will start the
scoring system.

Adding a change Score by -1
block will deduct a point for an
incorrect answer.

set Number1~ to pick random o to @
set Number 2~ to pick random o to o

Adult Guidance: Ready, Steady, Go! Lesson 5

set Score~ to o

forever

set Correct ~ to number1 * number 2

ask join join Number 1 ° Number 2 and wait

d" answer = Correct then

change Score~ by o

move @ steps

else

change Score~ by o
say @for o seconds
change size by 9

wait @ seconds

change size by

B

.

if touching edge~ ? _ then

play sound Win ~ until done

LI Winner! foroseconds

stop all -
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Coding with Scratch: Questions and Quizzes:
Ready, Steady, Go!

and output.

Aim

Use sequence, selection, and repetition in programs; work with variables and various forms of input

Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in
algorithms and programs.

To create a new racing quiz using Operators, Variables and Sensing blocks.

National Curriculum Lesson Duration
Design, write and debug programs that accomplish specific goals, including controlling or simulating It is estimated that
physical systems; solve problems by decomposing them into smaller parts. this lesson will take

approximately 60
minutes.

60

mins

Approx.

| can use touching edge Sensing blocks.

| can use Motion blocks to move a sprite along in a quiz.

Success Criteria Key Vocabulary
| can design a racetrack backdrop.

Algorithm, backdrop, edge, forever, join, loop, motion, operators,
| can use Operators and Variables blocks together. random, sensing, variable.

Resources

Lesson Pack
PC devices,

Scratch Online version accessed via https://scratch.mit.edu/

Preparation

such as laptops, Chromebooks and/or tablets required.

Example) in the

Differentiated Ready, Steady, Go! Algorithm Activity Sheet - as

Please access Lesson 5 (Racing Car Multiplication Quiz Teacher

game. They will also have had the opportunity to add sounds and special effects to their sprites.

Prior Learning: In the previous lesson, children will have been introduced to Variables and how they can add a new score variable to their

Learning Sequence

Remember It: Using the Lesson Presentation, show the children the different icons from the Scratch Paint Editor
and ask the children to recall what the icon is and its function.

B I

Creating a New Quiz: Using the Lesson Presentation, discuss the previous quiz created and the advantages and
disadvantages of using the ask and wait Sensing block. An advantage could be that the children can use it to ask
questions where specific written answers are required, such as asking what someone’'s name is. A disadvantage
is that in a multiplication quiz, the same numbers will be generated on each new game as opposed to being
randomised. Explain to the children that they are going to be creating a new, competitive quiz. Discuss what
features make existing multiplication games interesting. This can include answers such as the use of timers,
scores, trying to compete against a computer or another player, etc. Access Lesson 5 (Racing Car Multiplication
Quiz Teacher Example) in the Scratch Project Area and play the multiplication quiz with the class without showing
them the code.

A

Getting Started: Using the Lesson Presentation, ask the children to follow the on-screen instructions to create
a new project. They will need to name their file ‘Ready, Steady, Go! Lesson 5’ then add and position a new sprite.
Children will then be given ten minutes to draw a new racetrack backdrop.

3

New Code: Using the Lesson Presentation, show the children what the new algorithm for the competitive quiz will
look like. Encourage answers to the on-screen questions, such as there are still ask and wait blocks but there are no
questions written inside; the numbers are generated randomly from 0 to 12; if...then...else... conditional statements
are used again; say blocks are used when the answer is incorrect; there are new move Motion blocks as well as

a touching edge Sensing blocks. The children may comment on the complexity of the code with the new green
Operators join blocks and the new variables that have been created.

3

A Closer Look: Using the Lesson Presentation, work through each line of algorithm and discuss what its function is.

© © © ©©
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A Closer Look: The Final Piece: Using the Lesson Presentation, explain to the children that the competitive edge of
the game is to try and get the sprite touching the edge of the screen, past the finish line.

in the lesson. It is important to note that a forever loop is important to ensure that random multiplication questions
are generated continuously until the quiz ends.

Why will it be useful to use a forever loop within this quiz?

Let the Quiz Begin: Using the Lesson Presentation, and the Differentiated Ready, Steady, Go! Algorithm Activity
Sheet, the children will have the opportunity to complete their own multiplication race.

Forever Loops: Using the Lesson Presentation, show the children what a forever loop is and how this will be used

Children are given Children are given Children are given
* a breakdown of the Y W | prompts to help them *** instructions with very
relevant code, with create their new few useful blocks. They
prompts, to create a mathematical quiz using will use Operators and
new mathematical quiz Operators and Variables Variables to create random
using Operators and to generate random multiplication questions
Variables to generate the multiplication questions. and are challenged to
randomised questions. Helpful hints and useful make a score deduction,
Top tips are provided. blocks are provided, animate a sprite and
as well as extra add more text to their
independent challenges. algorithms. Useful hints

are provided.

Let’s Discuss: Using the Lesson Presentation, ask the children to work in pairs to discuss ways they could make

.. the quiz easier or harder. Possible answers could be: move the sprite more or less steps; choose different numbers
-‘ from the times tables, such as only use multiples of five; adding scores that increase with a correct answer and
deducts for an incorrect answer; add more sound effects. This plenary can be used as a form of assessment to see
if the children make suggestions linked to the new skills learnt throughout this unit.

Exploreit

Playit: The children can access the to practise the skills learnt in the lesson
today. This will also allow the children to practise setting scores.

Debugit: Children have a go at playing somebody else’s quiz. Does any code need debugging? Could any effects be added that
were learnt in previous lessons?

Assessment Notes:

Disclaimers:

External Links:

This resource contains links to external websites and/or external apps. Please be aware that the inclusion of any link in this resource should
not be taken as an endorsement of any kind by Twinkl of the linked website and/or app, or any association with its operators. You should
also be aware that we have no control over the availability of the linked pages and/or apps. If the link is not working, please let us know by
contacting TwinklCares and we will try to fix it although we can assume no responsibility if this is the case. We are not responsible for the
content of external sites and/or external apps.

Scratch Safety:

Showing or creating the flashing sprite effect could be problematic for children with conditions such as epilepsy. Discretion is advised.
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Computing

Coding with Scratch: *
Questions and Quizzes

1 S

! ¢
4 A

Computing| Coding with Scratch: Questions and Quizzes| Ready, Steady, Go! | Lesson 5
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Question Marks

This is Quizby.
He is a question mark who
loves to ask questions.

When you see a question mark icon like this in the
Lesson Presentation, it can be clicked on to reveal
one of Quizby's questions.
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Aim
e To create a new racing quiz using Operators, Variables and Sensing
blocks.

Success Criteria

I can design a racetrack backdrop.
I can use Operators and Variables blocks together.

I can use touching edge Sensing blocks.

I can use Motion blocks to move a sprite along in a quiz.
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Remember It

These icons all appear in the Paint Editor when designing your own
backdrop. Can you remember what each one does?

/~  Bimsh Thithis tset dbalvewairtghaw.
lines.

&\ EildserhiTluldaioyswbufitl enase any
dbgegings you have made.

O Rextanfftescowh Gircleed Thesgparertonls
thieichrattsy you to draw squares,
rectangles, ovals and circles.

O
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Creating a New Quiz

You havr What are the advantages of
the asl using the ask and wait

Look at the Sensing block in a quiz and

questions and what types of quizzes would

discuss with a they work best for?

Can you think of any
disadvantages of using the
ask and wait Sensing block
for a multiplication quiz?
Were there any issues?

Regent Studies | www.regentstudies.com


https://www.regentstudies.com

Creating a New Quiz

Today wewitée: *eitiegte a new

L.

Whg

multip Discuss the

lng?
following questions e

>

Have you played any
multiplication quizzes before?

What features did they have
that made them appealing?

What features did they have
that made them competitive?

Regent Studies | www.regentstudies.com


https://www.regentstudies.com

Open Lesson 5 (Racing Car Multiplication Quiz)
to see what our new quiz will look like.

battling ° —
. agains? .Had go&___@ught to Lsing a
another include some of these timir
person Yofehtwwees@me l
. great ideas!

having a goal or finish point

‘4__.-#
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Getting Started

Open a new Scratch project and name this
‘Ready, Steady, Go! Lesson 5'.

Add a new vehicle sprite and position it on the left-hand
side of the Stage.

The Motion block within the Block Palette should now
show the coordinates of its position.

Your values may be
different depending on the
position of your sprite.

—_‘_':" Code Area to set the starting
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Getting Started: Backdrop

You will now need

This needs to b

Activity:

You will now have ten
minutes to create your own
racetrack backdrop.

Don't forget to check that

your sprite is in the correct
position to start their race.
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New Code

Here is the new code Set Number 1+ 1o pick rndon @) o @)
created to generate the et Number2 » to. ek rondom @G o @)

mathematical questions. et e 1] T - (RS

ek join join Numser| @) Humberz  ond e
Can you spot any '

similarities between this
algorithm and the R
algorithm you created in s D 1 @ ionis

the previous quiz?

Can yOU. SpOt Cl.n.y | m!l.fﬂ'ra seconids
differences? stog all+

Regent Studies | www.regentstudies.com


https://www.regentstudies.com

e
A Closer Look

—
Set Number 1+ to pick random o to o

Set Number 2= to pick rnndomo m@ . What hanrens heie?

Set Correct = to Number1 +« Number 2

ask  join join Number 1 ° Number 2  and wait

lf mEwer = Gorredt then

move m steps

else

say (5 for @D seconds Number 2 multiplied
' together.
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A Closer Look

Set Number 1+ to pick random o to a
Set Number 2~ to pick random o to @

Set Correct = to Number1 + Number 2

ask join join Number1 () Number 2

lf aEweEr = Gorred then

move @ steps

else

SOy m for e seconds

=

You will bddctimé! Number 1
vaidaisk andhe qitsb kprece
pfothishjeiprélocksaledsads
MSldetlhlaLsarshdmdamsb

Number 1 Number 2
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A Closer Look

Set Number 1+ to pick random o to e
Set Number 2~ to pick random o to e

Set Correct = to NMumber1 + Number 2

mmer = et o Wint happens hesa?

rmeras

say m for e seconds
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F

if  touching edgev 7 ¥

Gl Winner! forosecunds
|

e
A Closer Look: The Final Piece

KPuodhstlﬂmﬁhmunfhmdddedltbe
thelphuuge
Wm_rgnm._e mﬂreﬂ@mpatu;wa, we
can add an if...then... block. We
want the game to end when the
finish line is reached, therefore
a touching edge block can be
added. This will ensure that if
the edge of the Stage is touched
by your sprite, then the say
block will run, announcing this
sprite is the winner.
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Forever Loops

forever

P Why will it be useful to use a forever loop within this quiz? o
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Let the Quiz Begin!

-

o - -, 1 [ IR K
el Sigwily, Gol Alyarii
[ T Sredts o nw resiig qait dund Operatsrs, Wocitblesand Sensied hlacas !

Gesting Stapted;
wou shoukd haws alrscdy cesein o vahicle sprite. drowna sacamack bacodrop o
muritionsd pour sprife wzong tho ge to block.

1. Howw da I ereate the Variebles for the quastions®

+ Snap aferever block urdarneach 118 goee blok,

+ Makoa Yorimbbe in tha Viariables secticn of the Bloch Palotte. Cell this 'Mamber ',

+ Mulrancihe warvabibe cnd ol this "Mumber 3

+ Mobronncher varioble cnd o shis arepct

e~ @ |

- Tom Tipe Bemembor do select
the toaroct variahle from the
drg o-devery meny,

+ Selecs the sob Mumbar 1 Lo blecs mne

+ Bplpes rhe not Humber 1 ro hlecs mne nes thin insids she jorecer lonp
+ Sefers Th e Nupaber 2 to-block ond arap vals wndameath
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Is there a way you
could make the
quiz harder?

Now that you have created
your new quizzes, have a
chat with a partner and see if
you can think of ways that
you could make it more
interesting?

Is there a way you
could make the quiz
easier?
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Aim
e To create a new racing quiz using Operators, Variables and Sensing
blocks.

Success Criteria

I can design a racetrack backdrop.
I can use Operators and Variables blocks together.

I can use touching edge Sensing blocks.

I can use Motion blocks to move a sprite along in a quiz.
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ReadyNSteady! Algonithim
( To create a new racing quiz using Operators, Variables and Sensing blocks. '

7

Getting Started:

You should have already chosen a vehicle sprite, drawn a racetrack backdrop and
positioned your sprite using the go to block.

=
gotox:m y: @

-
1. How do I create the Variables for the questions?

- Snap a forever block underneath the :
go to block. forever

Y )
Set Number1 - tz Q@ \
Set Number 2 ~ to o
Set Correct ~ to a

« Make a Variable in the Variables :
section of the Block Palette. Call this . Top Tip: Remember to select the correct
‘Number 1'. . variable from the drop-down menu. __|

« Make another variable and call this

‘Number 2'. « Select the set Number 1 to block and

« Make another variable and call this nest this inside the forever loop.

‘Correct’. :« Select the set Number 2 to block and
: snap this underneath.

‘ Make a Variable ‘

« Select the set Number 2 to block and

Regent Studies | www.regentstudies.com


https://www.regentstudies.com

Rauily, Skzudy, Col Algoridmn
: To create a new racing quiz using Operators, Variables and Sensing blocks. '

7

2. How do I add Operators?

Set Number 1~ to pick random o to @

Set Number 2~ to pick random o to e

- Select the pick random block and nest inside the set Number 1 to white space.
Make sure to type in the values '0" and 12"

- Select another pick random block and nest inside the Number 2 space. Make sure to
type in the values '0' and '12".

Set Correct + to .* .

- Select a multiplication Operators block and nest this inside the set Correct to block.

Set Correct ~ to Number1 =+ Number 2

« Nest in the Number 1 and Number 2 oval-shaped Variables on either side of the
multiplication symbol.

forever

Set Number 1~ to pick random a to e

Set Number 2 ~ to pick random o to Q

Set Correct ~ to Number1 =+ Number 2

2
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Rauily, Skzudy, Col Algoridmn
: To create a new racing quiz using Operators, Variables and Sensing blocks. '

(

3. How do I ask the questions?

Il What is 5 x5 IR ask join . . and wait

- Select the pick random block and nest inside the set Number 1 to white space.
Make sure to type in the values '0' and 12",

join  Number 1 o

- Select another join block. Nest a Number 1 in the first space and put an ‘X’ in the
second space.

forever

Jjoin Nimoer ° Set Number1~ to pick random o toe
Set Number2~ to pick random o to o

ask join ° Number 2 Set Correct~ to Number1 + Number 2

ask join join Number 1 o Number 2 and wait

« Nest this new join block inside the first space of the previous join block.

- Snap this block inside the forever loop, underneath the set Correct to Number 1 *
Number 2 block.

Top Tip: When nesting inside spaces, if you hover over the space, it will become
highlighted to show where the block can be dropped inside.
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Rauily, Skzudy, Col Algoridmn
: To create a new racing quiz using Operators, Variables and Sensing blocks. '

(

4. How can I add if...then...else...blocks to move the sprite along in
the race?

if @-@ _then

- Select an if...then...else... block and snap this in underneath the ask and wait block.

- Select a hexagonal green equals block and nest this inside the hexagonal space next
to if.

answer = Correct the n

- Nest an answer block inside the first white space and a Correct block inside the
second white space.

i_f answer = Correct then
-Add a move 30 steps block inside the if section.

-Inside the else section, snap in a say Oops! for 2
seconds block.

say (XD for @ seconds
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Algonithm

(

.

To create a new racing quiz using Operators, Variables and Sensing blocks. '

(

5. How can I end the quiz?

i_f answer — correct the n

move @ steps

else

say @ for o seconds

if  touching edge~v ? _ then

LIl Winner! foroseconds

stop all ~

- Snap an if...then... block underneath the existing if...then...else... block.
- Nest a touching edge block inside the hexagonal space next to if.
- Add a say Winner! for 2 seconds block underneath.

- Add a stop all block underneath.

Challenge:
Can you change some of the text inside the Looks blocks?
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ReadygSteady? Algonithim
( To create a new racing quiz using Operators, Variables and Sensing blocks. '

Getting Started:
You should have already chosen a vehicle sprite, drawn a racetrack backdrop and

positioned your sprite using the go to block.

-
1. How do I create the Variables for the questions?

- Snap a forever block underneath the go to block.

- Make a Variable in the Variables section of the Block Palette. Call this ‘Number 1".
« Make another variable and call this ‘Number 2’.

- Make another variable and call this ‘Correct’.

Set Number 1~ to o

Top Tip: Remember to select
Set Number 2~ to (@) the correct variable from the
drop-down menu.

Set Correct ~ to o

- Select the set Number 1 to block and nest this inside the forever loop.
- Select the set Number 2 to block and snap this underneath.

- Select the set Correct to block and snap this underneath.
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ReadygSteady? Algonithim
- To create a new racing quiz using Operators, Variables and Sensing blocks. '

.

-
2. How do I add Operators?

Set Number 1~ to o Set Number 2 ~ to o

pick random o to @ pick random o to Q

- Select the pick random block and nest inside the set Number 1 to white space.

Make sure to type in the values '0' and '12".
- Select another pick random block and nest inside the Number 2 space. Make sure to

type in the values '0' and '12".

Set Correct ~ to o

- Select a multiplication Operators block and nest this inside the set Correct to block.

+ Nest in the Number 1 and Number 2 oval-shaped Variables on either side of the

multiplication symbol.
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ReadyNsteadyNGopAlgonithim
Z To create a new racing quiz using Operators, Variables and Sensing blocks. '

r

3. How do I ask the questions?

Number 2

- Select the ask and wait block and nest a join block inside the white space.

- Insert a Number 2 in the second join white space.

- Select another join block. Nest a Number 1 in the first space and put an X’ in the
second space.

ask join join Number 1 ° Number 2 and wait

- Nest this new join block inside the first space of the previous join block.

- Snap this block inside the forever loop, underneath the set Correct to Number 1 *
Number 2 block.

Top Tip: When nesting inside spaces, if you hover over the space, it will become
highlighted to show where the block can be dropped inside.
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Rauily, Skzudy, Col Algoridmn
: To create a new racing quiz using Operators, Variables and Sensing blocks. '

r

4. How can I add if...then...else...blocks to move the sprite along in
the race?

if @-@ _then

- Select an if...then...else... block and snap this in underneath the ask and wait block.

- Select a hexagonal green equals block and nest this inside the hexagonal space.

answer —] correct

- Nest an answer block inside the first white space and a Correct block inside the
second white space.

ask join join Number 1 ° Number 2 and wait

answer = correct then

« Add a move 30 steps block.

- Inside the else section, snap in a say Oops! for 2 seconds block.
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ReadyNsteadyNGopAlgonithim
: To create a new racing quiz using Operators, Variables and Sensing blocks. '

-

5. How can I end the quiz?

say for o seconds touching edge v ?

- Snap an if...then... block underneath the existing if...then...else... block.
« Nest a touching edge block inside the hexagonal space.
- Add a say Winner! for 2 seconds block underneath.

« Add a stop all block underneath.

Challenge:

Can you change some of the text inside the Looks blocks?

Can you add another say block to the algorithm for each time a correct answer is
given?

Can you animate the sprite when an incorrect answer is given?
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To create a new racing quiz using Operators, Variables and Sensing blocks. '

Useful blocks are included throughout this activity.

Getting Started:

You should have already chosen a vehicle sprite, drawn a racetrack backdrop and
positioned your sprite using the go to block.

-

1. How do I create the Variables for the questions?

- Snap a forever block underneath the go to block.

- Make a Variable in the Variables section of the Block Palette. Call this ‘Number 1".
- Make another variable and call this ‘Number 2’.

« Make another variable and call this ‘Correct’.

- Select the set Number 1to block and nest this inside the forever loop.

- Select the set Number 2 to block and snap this underneath.

- Select the set Correct to block and snap this underneath
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ReadyNsteadyNGopAlgonithim
Z To create a new racing quiz using Operators, Variables and Sensing blocks. '

r

2. How do I add Operators?

pick random o to @ Set Number 1~ to o Set Number 2 ~ to o

- Select the pick random block and nest inside the set Number 1 to block. Make sure to
type in the values '0" and '12".

- Select another pick random block and nest inside the set Number 2 to block. Make
sure to type in the values '0' and "12'.

- Select a multiplication Operators block and nest this inside the set Correct to block.

« Nest in the Number 1 and Number 2 oval-shaped Variables on either side of the
multiplication symbol.
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ReadygSteady? Algonithim
( To create a new racing quiz using Operators, Variables and Sensing blocks. '

-
3. How do I ask the questions?

- Select the ask and wait block and nest a join block inside.

- Insert a Number 2 in the second join white space.

- Select another join block. Nest a Number 1 in the first space and put an X’ in the
second space.

ask join join Number 1 o Number 2 and wait

- Nest this new join block inside the first space of the previous join block.

- Snap this block inside the forever loop, underneath the set Correct to Number 1 *
Number 2 block.

Top Tip: When nesting inside spaces, if you hover over the space, it will become
highlighted to show where the block can be dropped inside.
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Ramely, Sizaely), Algonithim
: To create a new racing quiz using Operators, Variables and Sensing blocks. '

-

4. How can I add if...then...else...blocks to move the sprite along in
the race?

m answer correct

- Select an if...then...else... block and snap this in underneath the ask and wait block.
- Select a hexagonal green equals block and nest this inside the hexagonal space.

- Nest an answer block inside the first white space and a Correct block inside the
second white space.

 Add a move 30 steps block.

- Inside the else section, snap in a say Oops! for 2 seconds block.

( 4
5. How can I end the quiz? Challenge:

Can you animate the
sprite when a correct
or incorrect answer is
given?

Can you add more text
to the algorithm when a

- Snap an if...then... block underneath the existing if... correct answer is given?

then...else... block.

- Nest a touching edge block inside the hexagonal space. Can you add a scoring
tem?

- Add a say Winner! for 2 seconds block underneath. system

- Add a stop all block underneath. Can you deduct a point

for incorrect answers?
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( To create a new racing quiz using Operators, Variables and Sensing blocks. ,

r
Getting Started:

You should have already chosen a vehicle sprite, drawn a racetrack backdrop and
positioned your sprite using the go to block.

* Snap a forever block underneath the
go to block.

- Make a Variable in the Variables
section of the Block Palette. Call this
‘Number 1'.

« Make another variable and call this
‘Number 2.

« Make another variable and call this
‘Correct’.

Make a Variable

1. How do I create the Variables for the questions?

Top Tip: Remember to select the correct
variable from the drop-down menu. __

« Select the set Number 1 to block and
nest this inside the forever loop.

« Select the set Number 2 to block and
snap this underneath.

» Select the set Number 2 to block and
snap this underneath.
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7

- Select the pick random block and nest inside the set Number 1 to white space.
Make sure to type in the values '0" and 12"

- Select another pick random block and nest inside the Number 2 space. Make sure to
type in the values '0" and '12".

- Select a multiplication Operators block and nest this inside the set Correct to block.

» Nest in the Number 1 and Number 2 oval-shaped Variables on either side of the
multiplication symbol.
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To create a new racing quiz using Operators, Variables and Sensing blocks.

-
3. How do I ask the questions?

- Select the pick random block and nest inside the set Number 1 to white space.
Make sure to type in the values '0" and 12"

- Select another join block. Nest a Number 1 in the first space and put an ‘X’ in the
second space.

« Nest this new join block inside the first space of the previous join block.

» Snap this block inside the forever loop, underneath the set Correct to Number 1 *
Number 2 block.

aaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaa

Top Tip: When nesting inside spaces, if you hover over the space, it will become
highlighted to show where the block can be dropped inside.
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4, How can I add if...then...else...blocks to move the sprite along in
the race?

- Select an if...then...else... block and snap this in underneath the ask and wait block.

- Select a hexagonal green equals block and nest this inside the hexagonal space next
to if.

- Nest an answer block inside the first white space and a Correct block inside the
second white space.

-Add a move 30 steps block inside the if section.

-Inside the else section, snap in a say Oops! for 2
seconds block.

econds
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( i
5. How can I end the quiz?

Smove @Z steps

- Snap an if...then... block underneath the existing if...then...else... block.
- Nest a touching edge block inside the hexagonal space next to if.
- Add a say Winner! for 2 seconds block underneath.

» Add a stop all block underneath.

Challenge:
Can you change some of the text inside the Looks blocks?
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( To create a new racing quiz using Operators, Variables and Sensing blocks. ,

Getting Started:
You should have already chosen a vehicle sprite, drawn a racetrack backdrop and
positioned your sprite using the go to block.

-
1. How do I create the Variables for the questions?

« Snap a forever block underneath the go to block.

 Make a Variable in the Variables section of the Block Palette. Call this ‘Number 1'.
« Make another variable and call this ‘Number 2’

- Make another variable and call this ‘Correct’.

Top Tip: Remember to select
the correct variable from the
drop-down menu.

- Select the set Number 1 to block and nest this inside the forever loop.
« Select the set Number 2 to block and snap this underneath.

» Select the set Correct to block and snap this underneath.
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- Select the pick random block and nest inside the set Number 1 to white space. E‘E
Make sure to type in the values '0" and 12",

- Select another pick random block and nest inside the Number 2 space. Make sure to
type in the values '0" and '12".

- Select a multiplication Operators block and nest this inside the set Correct to block.

» Nest in the Number 1 and Number 2 oval-shaped Variables on either side of the
multiplication symbol.
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3. How do I ask the questions?

What's your name? |

- Select the ask and wait block and nest a join block inside the white space.

« Insert a Number 2 in the second join white space.

- Select another join block. Nest a Number 1 in the first space and put an X' in the

second space.

- Nest this new join block inside the first space of the previous join block.

- Snap this block inside the forever loop, underneath the set Correct to Number 1~
Number 2 block. .

Top Tip: When nesting inside spaces, if you hover over the space, it will become
highlighted to show where the block can be dropped inside.
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4, How can I add if...then...else...blocks to move the sprite along in

the race?

- Select an if...then...else... block and snap this in underneath the ask and wait block.

- Select a hexagonal green equals block and nest this inside the hexagonal space.

- Nest an answer block inside the first white space and a Correct block inside the
second white space.

- Add a move 30 steps block.

- Inside the else section, snap in a say Oops! for 2 seconds block.
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- Snap an if...then... block underneath the existing if...then...else... block.

« Nest a touching edge block inside the hexagonal space.
- Add a say Winner! for 2 seconds block underneath.

+ Add a stop all block underneath.

(

Challenge:

Can you change some of the text inside the Looks blocks?

Can you add another say block to the algorithm for each time a correct answer is
given?

Can you animate the sprite when an incorrect answer is given?
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Useful blocks are included throughout this activity.

Getting Started:

You should have already chosen a vehicle sprite, drawn a racetrack backdrop and
positioned your sprite using the go to block.

7&’
1. How do I create the Variables for the questions?

« Snap a forever block underneath the go to block.

- Make a Variable in the Variables section of the Block Palette. Call this ‘Number 1".
- Make another variable and call this ‘Number 2.

+ Make another variable and call this ‘Correct’.

- Select the set Number 1to block and nest this inside the forever loop.

- Select the set Number 2 to block and snap this underneath.

« Select the set Correct to block and snap this underneath
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- Select the pick random block and nest inside the set Number 1 to block. Make sure to
type in the values '0" and '12".

- Select another pick random block and nest inside the set Number 2 to block. Make
sure to type in the values '0' and "12'.

- Select a multiplication Operators block and nest this inside the set Correct to block.

» Nest in the Number 1 and Number 2 oval-shaped Variables on either side of the
multiplication symbol.
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( To create a new racing quiz using Operators, Variables and Sensing blocks. ,

7

3. How do I ask the questions?

- Select the ask and wait block and nest a join block inside.

- Insert a Number 2 in the second join white space.

« Select another join block. Nest a Number 1 in the first space and put an X’ in the
second space.

- Nest this new join block inside the first space of the previous join block.

- Snap this block inside the forever loop, underneath the set Correct to Number 1*
Number 2 block.

Top Tip: When nesting inside spaces, if you hover over the space, it will become
highlighted to show where the block can be dropped inside.

Regent Studies | www.regentstudies.com


https://www.regentstudies.com

p
4. How can I add if...then...else...blocks to move the sprite along in

the race?

- Select an if...then...else... block and snap this in underneath the ask and wait block.
- Select a hexagonal green equals block and nest this inside the hexagonal space.

- Nest an answer block inside the first white space and a Correct block inside the
second white space.

- Add a move 30 steps block.

- Inside the else section, snap in a say Oops! for 2 seconds block.

e N ([
5. How can I end the quiz? Challenge:

Can you animate the
sprite when a correct
or incorrect answer is
given?

Can you add more text

to the algorithm when a
- Snap an if...then... block underneath the existing if...

correct answer is given?
then...else... block.

- Nest a touching edge block inside the hexagonal space. Can you add a scoring

system?
- Add a say Winner! for 2 seconds block underneath. Y

- Add a stop all block underneath. Can you deduct a point

for incorrect answers?
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Coding with Scratch: Questions and Quizzes | Ready, Steady,

Go!

Coding with Scratch: Questions and Quizzes | Ready, Steady,

Go!

To create a new racing quiz using Operators,
Variables and Sensing blocks.

To create a new racing quiz using Operators,
Variables and Sensing blocks.

I can design a racetrack backdrop.

I can design a racetrack backdrop.

I can use Operators and Variables blocks together.

I can use Operators and Variables blocks together.

I can use touching edge Sensing blocks.

I can use touching edge Sensing blocks.

I can use Motion blocks to move a sprite along in
a quiz.

I can use Motion blocks to move a sprite along in
a quiz.
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To create a new racing quiz using Operators,
Variables and Sensing blocks.

I can design a racetrack backdrop.

I can design a racetrack backdrop.

I can use Operators and Variables blocks together.

I can use Operators and Variables blocks together.

I can use touching edge Sensing blocks.

I can use touching edge Sensing blocks.

I can use Motion blocks to move a sprite along in
a quiz.

I can use Motion blocks to move a sprite along in
a quiz.
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