KS3 Knowledge Organiser Infroduction to Programming in Scratch

The Scratch Interface Instructions Key Vocabulary
and Controls
Instructions This area contains various blocks of code, _ L
d Controls | Which allows you fo piece together logic in o T : Key Word Definition
and Controls | - 45 code your programs . B ;?g : Sprite An object which can be programmed in Scratch
This is the workspace upon which you drag s= Scripts Area Eg g Block A piece of programming code in Scratch
Scripts Area | and join the required blocks of code, to . g Inputs Values which get sent from the user into the
create the logic for your program *. e This is where ) computer .
h This is the canvas on which your program will . mm you code! oy Variables The place where inputs get stored by the
The Stage be displayed. r— T program (theY represent memory locations)
Programmable objects. For example, if you %:: Ek Outputs The values which get sent from the computer to
Sprites are creating a game, your character would ] oo the user S
be a sprite. IF Statement  The logic used to program decisions in programs
Inputs — Variables Operators
Variables represent locations in memory where data is stored. The operator blocks allow us to perform
We can create as many variables as we like when we program (we calculations, see how data relates to
. don't have to only use the ASK block). each other and join text and variable
What's your name? We can therefore store as many inputs as we like, all while the contents together.
program is running. Below is an example of some of
Q (3 . Operators s arithmetic operators, relational
The ASK block is an input = ::/Sergrzldesinotrﬁe ® ,_ operators and also the concatenation
script. When it is run, it will \_(‘(: orange variobles' Variables % (joining) operator.
pause the program and blocks section - = )
wait for the user to enter m . . . = @
some text. / S CD )
The input will be stored in a o Rl SERIECIRIAC . ntswer CD [
variable called ‘answer’. ¥ ok )
If we wish to add data fo a variable, we use the ‘Set’ block. CI)
Outputs The SAY block is an output script. IF Statements o
iti it wi . . If thi dition is TRUE (i.e. if
vv\\//r:]g?el\telsr ESZ’ALIS:LZZT%U;S IF statement allows programs to take different pathways depending usk Tell me how you are '.u/ Con‘isuci::snu‘llc,)r;r‘lse " The(;()\grgr:;v:vemr
say GEGN for seconds . on conditions. _ output ‘Sory to hear that you are not...".
- o contents box, far a given number m o o -
of seconds say Sorry to hear that you are not feeling good today |ur o seconds However, if this Condlhc?n is FALSE (i.e.if
. . . ' . In Scratch, the IF block space for condition fo be checked M—?/\J answer does notf contain @ 1), then the
We can also insert variables into the say scripft, so that the ! - P program will run another IF statement, to
’ contains spaces for... / evaluated ok if tains G 2
contents of variables can be outputted. - a condition to be . ‘ s : checkitanswer coniains @ 2.
The JOIN operator can be used to join together the checked | o Space for code that will run if the =7 for (@) seconds And ifit doesn’f contain a 2, then it will run
contents Of voriobles Wifh some text. . o ( :r/ condition is true . anmhgr IF statement to check if answer
- blocks to run if the l;_ e contains a 3.
answer WETID i H o [_\ Space for code that will run if the T M g
condition is frue - pace for
- blocks to run if the L | condifion is not frue -;.y Nice to hear that someone else 5 & happy a5 memday\- @ 5o
Sirt What a lovely name!! condition is false.
say for o el And if it doesn’t find eithera 1, 2 ora 3in
. th iable, then it will output
dnave i e Rk Q For more pathways, IF blocks can be placed inside other IF blocks. e:;ﬁ;f;gzm & eniwiovipetan
s jon answer (ETTIED) o @ oo [QNS 0.2 \/wi




