Scratch Activity: Reacting to user-input

Time Allotted: 2 periods 
Learning Objectives:

Evaluation Methods:

Animate your name in a way that the letters react to the mouse pointer.

Question: Who has discovered ways Interactivity: Reacting to user-input

Mini-Project: Animate your name in a way that the letters react to the mouse pointer.

Have the students get into groups to discuss the ways to 

Input:

· When x key pressed do – reacting to input: within a script or as start of a script 
· When mouse down – reacting to input: within a script 
· When SpriteX clicked – reacting to input: start of a script 
· x and y values of the mouse 
Output:

· Display of the sprites on screen 
· Say 
· Think 
· Sound 
Now several examples of animated names are presented.

The students get the following assignment:

Animate your name(s) in a way that the letters react to

a) the keypress of a letter and

b) mouse clicks

Homework: Find five examples for actions in everyday life that can be solved with an algorithm (e.g. adding 2 numbers). Find also five examples that can not be described by an algorithm (e.g. writing of a job application letter).

to interact with a Scratch program? Which ways exist for input and output of data?

( Presentation of findings by several students (and can be expected that several students already tried out various blocks and can well answer to the questions)

Input:

· When x key pressed do – reacting to input: within a script or as start of a script 
· When mouse down – reacting to input: within a script 
· When SpriteX clicked – reacting to input: start of a script 
· x and y values of the mouse 
Output:

· Display of the sprites on screen 
· Say 
· Think 
· Sound 
Now several examples of animated names are presented.

The students get the following assignment:

Animate your name(s) in a way that the letters react to

c) the keypress of a letter and

d) mouse clicks

