Are you up fo
/,;7

o

hallenge? _— |
A = - A




— Go to Scratch: Click here

Code & Costumes 4" Sounds

)

<
o
=3
o
3

move

,_
[o]
S
[

tum O G degrees

= 0 :
() :

§ 2

@

3

Sound

m
<
(V)
=]
=3
w

@

goto random position v

Sensing | [l o y:

glide o secsto random position v

glide a secs to x: o y: @

(@)
°
3
=
o)

Operators

Variables

My Blocks o T T S
point in direction @

@)
0)®

point towards mouse-pointer v

. Stage
Sprite car > x -4 I y -136

Show ® @ Size 40 Direction 90

f_ﬁ Backdrops



https://scratch.mit.edu/projects/243547455/editor

This is Scratch. Scratch is a website which you can use
to program things!
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Programming is a little like building a recipe for a computer. You
program ‘code’. And the computer will folow that code step by step.
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These are examples of ‘steps’ or ‘commands’ you can give to the
computer. For example: Move 10 steps.
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Let’s try moving the car!
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Click on Events
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Now you see this:
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Now you see this:
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Now you see this:
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Now you see this:
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Click on Motions
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Drag this command under your other command
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Drag this command under your other command
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Drag this command under your other command
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Let’s try it out! Click on the green flag.
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Did your car move? Great job!
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What happens if you put 100 instead of 10 and press the green flag
again?
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And -100?
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You can now move the car!
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Let’s see what Scratch can do more!
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This part is making the car
move forever. Do you see
that the ‘move’ command
in inside the forever
command. That means that
it will forever do the ‘move’
command.
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To make it a self-driving car,
that can follow the road. We
need to add a sensor to it.

This sensor will tell the car
where the road is.
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Play around with the
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If it doesn'’t, go through your
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exact same commands as we
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It's very easy to make little
mistake, but that’s not a
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