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SCENARIO

Title OCEAN CLEANER

During this exercise, the student will learn to synchronize elements, switch between platforms

Summar . . .
y according to the device, record score, lives.

Author/s | AIJU

DIDACTIC OBJECTIVES

- Teach basics of coding by block with SCRATCH
- Learning about lives, scores, and multi-platforms.

Music X ~ Mathematics [ Information Technology X Robotics [] Programming X
Education Level: 10-12 years [ 12-14 years X
PROBLEM STATEMENT

Begin to teach programming to students through simple block language and image assignment. In a simple
way, students begin to understand concepts such as variables, assignments, conditionals.

BOM (Bill Of Materials needed)

- SCRATCH
- Assets from SCRATH software
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INROVATIVE AFFROACH TO TEACH ING THROUGH EXFERIMENT

€2 mBlock v3.3.0
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ACTIVITY DESCRIPTION

The objective of the activity is to develop a game in which we will receive an email in which
they tell us a task that we must do, we have to clean the ocean with a machine that absorbs all
the garbage. We will select whether we are on a pc or mobile. Once inside we are going to
clean all the garbage without absorbing the fish since they take your lives and you lose.

First, we need to create scene, go for Sprites and find assets:

Devices Sprites Background
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Button

Devices
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UvC-2
Bonus

MWessages

vywvw

Mobile
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And background:

Erasmus+

Down

add

Devices Sprites

Background

o # Costumes

MNumber of

costumes; 2

a) Sounds
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Create visual scene:

| InnoExperiment

INROVATIVE AFFROACH TO TEACH ING THROUGH EXFERIMENT

@ IrmaExperiment

You've got an e-maill

(‘1—“‘ IreaEapariment
PC|

4 J_K»
[ Start )
‘._‘_ -/{?;d.-

il
B oy

Worldwide highscore: JETH
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INROVATIVE AFFROACH TO TEACHING THROUGH EXPERIMENT

Erasmus+

Add coding for each assets:

Thumnail
hide variable Score v
hide variable Lives w
forever
goto frontw layer
set ghostv effectto @
Intro

Blocks Python
set size to @ %

switch costume to  costumel »

(1) Piano
goto front v layer 1 B

go backward * o layers

key space v pressed? or mousedown? _then

repeat o

wart until key space ¥ pressed? or mouse down?

repeat @

change pixelate v effect by o

:I play note m for QUNEY beats

waituntil. not key spacew pressed? and mouse down?

next costume

if costume number ¥ =o then

when | receve Skip »

clear graphic effects
change pixelate v effect by e

broadcast ShowButtons »

wait unhl = not key space * pressed? and mouse down?

stop other scripts in sprite *

broadcast ShowButtons »

9

stop. other scripts in sprite »

stop  this script »
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Erasmus+

Skip button:

when clicked
goto front» layer when | receive  ShowButions »
show

stop other scripts in sprte ¥

f touching mouse-pointer v 7 _ then

set colorv effectto @

if mouse down?  then

broadcast Skip »

else
set colorv effectto o

Button:

when | receive  ShowButtons

ebiery Thass ot e kel
Hoewareiblel s NGl TRty sl

I set instrument to (4) Gurtar * <>

play note @ for @ beats
size to '@ % play note @ for @ beats

goto front v layer

hide varable Score

rest for (LY beats

forever

play note @ for UESY beats

if touching mouse-pointer v 7 then

repeat o
change size by e

=

change size by @
2

broadcast  Start game v

’

I 1 i ] " - I
wait until . not  touching mouse-pointer ? wai‘tosecunds

repeat B stop other scipts in sprite *

change size by 9 i [
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Erasmus+

WW highscore:

when | receive Start game ¥

Garbage:

when | receive  Start game *
hide vanable 5top Game? ¥ set  Stop Game? ¥ to o

e hide vanable & Worldwide highscore »

hide variable & Worldwide highscor Show vanable Score w

set Score ¥ to o

forever

create clone of myself »

when | receive  Start game ¥ wait pick random o to @ seconds

set  Hardness v to o

when | receive Stop game ¥

set  Stop Game? * to ﬁ
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when | start as a clone

set x to
set yto pick random m‘ to
point in direction  pick random o to @

goto frontv layer
switch costume to  pick random o to e

set size to @ %

Stop Game? =a then

change x by Hardness

if pick mndom 'o to @l = o then
i pick rmandom o to m = n then

turm @  pick random o to degrees
else

tumm *)  pick random o to degress

if touching edge v 7 _then

delete this done

i distanceto UVC-1v < () then
point towards UVC-1 w»

stop all sounds
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INROVATIVE AFFROACH TO TEACHING THROUGH EXPERIMENT

Erasmus+

start sound recordingl -

repeat 'o
move 9 steps
change size by @

change Score ¥ b}ro

delete this done

if Score > & Worldwide highscore then

set & Worldwide highscore ¥ to  Score

broadecast Set highscore

else
stop other scnpts in sprite »

delete this clone
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INROVATIVE AFFROACH TO TEACHING THROUGH EXPERIMENT

paint in direction  pick random E ey m
gotn fromt v layer
Switch coshime b plek R n oo B

change i by - Handness
If touching  edge »
chelete this cone

walt pick random ] to  Frequency of fish appereance  saronds

distance to LWVC-1 « ._-E then

peoint iomands.  LAAC-1 +

stop all sounds

start souned  recording +
repeat ()

st Frequency of flsh appereance » to ) - Hardness

-

I den't koo il this
e ks, bt ma e
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INROVATIVE AFFROACH TO TEACHING THROUGH EXPERIMENT

Erasmus+

when | receive Up #
when | receive Start game v

go tox @ W m
st Max¥ * to @

when | receive Down »

forever

if y posiion > Mac¥ W key uparrow v pressed? then

change y by a broadcast Up »

13 key down arrow ¥ pressed?

broadcast Down v

when | receive Stop game ¥

stop other scripts in sprte ¥

Blocks P

if y position >  Max¥ then

change y by a

when | receive  Start game »

soto= D » €
set  MaxY t-:@

when | receive Up v

if key uparrow ¥ pressed? then

change v by B

key downamow w pressed? and y posiion > | Maxy then

change y by a

when | receive 5Stop game ¥

hide

stop other scripts in sprite ¥
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INROVATIVE AFFROACH TO TEACHING THROUGH EXPERIMENT

Blocks Py

wihen | start &3 8 clone

set  brightness »  effect to i)
change brightness »  efect by IEE)

change brightness v effect by ()
et costurne

=+

disancetn IWC-1+ < () then
point towands UWVC-1 #

set RandomBonis v to pick randam ) to )

repest )
e E]) steps
change size by )
delete this done
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Message 1:

saf FRandomBonus » to ﬂ

Satich costurne to  bonus? «

Message 2:

when | receive Set highscore » when | receive Stop game »
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Lives:

hide

when | receive Stop game ¥

InnoExperiment

INROVATIVE AFFROACH TO TEACHING THROUGH EXPERIMENT

Blocks Pythol

when | recerve  Start game *
goto back* layer

set size to @ % ‘

if Lives =° then

switch costume to 4 fives v

else
if Lives = B then
switch costume to 3 lives

else

if =

=e then

switch costume to 2 lives »

else
if T = o then
switch costume to 1 five »
elsa

switch costume to 0 fives v

00
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hide vanable Device *

set Dewce * to o

when this spate chcked

i not Device = o then

set Dewvice v tno

else

set  Dewvice * tue

Mobile:

go tox ¥

when this sprite clicked
if not Device

set Device ¥ to o
else

sat Dewice v to o

when | receive  Start game ¥

when | recerve  ShowButtons «

not Device = o then

switch costume to  costume?2

else

switch costume to  costumel »

when | recerve  Start game »

not Device = o then

switch costume to costumel »

else

switch costume to  costume? »

InnoExperiment

INROVATIVE AFFROACH TO TEACHING THROUGH EXPERIMENT

when | receive  ShowButtons »

switch costume to  costume?

when | recerve  ShowButtons »

switch costume to  costumel »

,»InnoExperiment — Innovative Approach to Teaching through Experiment”

Project Leader: Zespot Szkolno — Przedszkolny w Goniadzu (ZSP)

[ N |
Technological
\ J Institute
for children's
- products & leisure

RC<

REGIONALNE CENTRUM KOMPETENCH



Erasmus+

InnoExperiment

INROVATIVE AFFROACH TO TEACHING THROUGH EXPERIMENT

when | receive Start game v

touching mouse-pointer v 7 and  mouse down? _ then

when | receive  Start game ¥

go to = o ¥ E

goto front v layer

if Device =o then

ShowButtons »

Down:

when | receive Start game ¥ when | receive  Start game ¥

go tox @‘ ¥ @ forever

goto stenativ laes if touching mouse-pointer * 7 and  mouse down?

A e broadcast Down »

when | receive ShowButtons v
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STUDENTS’ EVALUATION

The way to evaluate the students would be for them to demonstrate on paper how they have developed the
exercise and to use the program / game to check the solutions.

SCALABILITY

Regarding the concept of scalability, the complexity could be increased by adding more garbage, fish and
decreasing lives.
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