
Unit 2.3, Lesson: Make Me Move 
 
Lesson Intro:  

Theme of the Day 

Today students will be introduced to their first Code Blocks. Students will learn how to 
animate their characters using simple commands. Let students know that after today 
we will have the basics down so we can start getting to our animals and begin helping 
them.  

 
Learning objectives  Concepts (Social & Cross Curriculum)  

● Coding/Programming Characters 
to move 

● Understanding Block Chains 
● Learn and/or reinforce 

understanding of Coordinate Grids  

● Commands  
● Coding 

 
Vocabulary Guiding Questions  

● Block Coding  
● Blockchain 
● Degrees 
● X/Y Axis 
● Programed  

● What do the different blocks do in 
Scratch?  

● How can I make my Sprite move? 
 

 
 

Resources  

● Computers 
● Scratch Program 
● Example Movements Poster 
● First Code Cards  
● Space Bucks  

 
Lesson Procedure: 

Campfire (15 min) 

Don’t Forget:  
Create a space in the room to play the game, have Example Movements Poster ready 
to display.. 
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Mini-lesson:  
For today’s Campfire, students will be playing a game (similar to Simon Says) called 
“When Green Flag Clicked.” Tell students that in Scratch nothing will happen until the 
Green flag is properly positioned and clicked. This tells the program that your code 
should begin. Without the Green Flag, the Sprites (or in this case the students) cannot 
move.  
 
So in this game a Sprite, (trainee) can’t move without you – the Mission Leader saying 
“When Green Flag Clicked, Sprites…….” move 10 steps to the left,” for example. If 
you just say “Sprites move 10 steps to the left,” and someone moves they are out of 
the game.  
 
For Example: 

- Sprites turn halfway around – Incorrect 
- When Green Flag Clicked, Sprites turn halfway around – Correct 

 
Try to use some motion commands from the game to make it even more relevant to 
Scratch and the lesson they are about to learn. 
 
Use Examples Movements from Scratch Sheet: 
Move 10 steps to the left 
Move 10 steps to the right  
Point in a certain direction  
 
Turn halfway around (180 degrees) 
Turn all the way around (360 degrees) 
 
Give out Space Bucks for a positive attitude when winning or losing. 

 
 

Teacher Guided Learning (10 min) 

Don’t Forget: Teachers please note if you click on the globe in the top left corner, it 
will change the language and all the blocks to another language. This may be helpful 
for students that struggle with English.  

Mini-lesson:  
Go over the theme of the day. Discuss the student-facing video you just watched on 
coding. Explain to students that when they are on Scratch they will be using block 
coding to tell their Sprite what to do and how to interact.  
 
Remind them that this is just like using legos or assembling a puzzle. It is important to 
make sure each block fits and matches what you want it to do. 
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Discuss each block type:  
 
“Motion” blocks tell the Sprite or Sprites how to move. 
“Look” blocks can change how your Sprites look – size, color, words to say etc.  
“Event” blocks tell your Sprite to do something when something specific happens. 
 
Remind students that in the upper left-hand corner of Scratch the blocks are broken 
up into specific sections. Tell students that this will help them find the types of blocks 
they want faster. For example, if they want to find an “event” block then they can just 
click on the “event” block on the left-hand side of the screen and decide what type of 
event block they would like to use. Just like with legos you might need a specific piece 
to help build the house that you are building, the same thing applies to blocks in 
Scratch.  
 
After having a discussion with students have them log in to Scratch and to help others 
as needed to prepare for the next activity. 
 
Teachers are welcome to create a code similar to Willy’s if they would like to show 
another example of how to create a simple code. 
 
Give out Space Bucks for students that are on task.  

 
Partner/Team Practice (20 min) 

Don’t Forget: Have each student have their Scratch program open and hand out the 
First Code Cards.  
 

Mini-lesson:  
For partner practice today, students will be following a set of pre-written codes using 
the type of blocks we learned about in Teacher Guided Learning. This will ensure that 
students understand the concept of block-based coding and to gain familiarity with 
making the Sprites follow the code that they have inputted.  
 
Hand out the “First Code Cards” and ask students to enter in the code, just like in the 
video they saw. Ask students to see what happens.  
 
The first code that they will follow is: 
When Green Flag Clicked – Event  
Move 10 Steps – Motion 
Say Hello for __ seconds – Look 
 
Students should then create a separate chain of code with the following inputted (do 
not delete the first code) 
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When Space Bar Clicked – Event 
Go to X: 0 Y:0 – Motion 
 
The purpose of the second chain of code is to help students re-center their Sprites 
if/when they go off-screen. This is a handy code to remember for the future. Explain to 
students that the X and Y axis are under the motion blocks. All they really need to 
know is that it tells the Sprite where to be on the screen. By changing the numbers in 
the X and Y to zero your Sprite will go to the center of the screen.  
 
Finally, students can erase the first chain of code by simply clicking on the code 
blocks and clicking delete on their keyboard. Do this before writing the next line of 
code below.  
 
When Green Flag Clicked – Event  
Turn 15 Degrees – Motion 
Say (Create your own Text) for __ seconds – Look 
 
**If students want to create a new chain of code blocks, they will need to delete the 
other code blocks on the screen.  
 
If students are sharing computers have them take turns and check each other’s code 
in action to make sure the Sprite is doing what they have programmed. Remind 
students to save and title their work “My First Code”. They should save often. 
 
Once students have successfully written all three codes they are free to explore and 
make their own chain of codes or add to the code they have already written.  
 
Give out Space Bucks for creativity with regard to building unique code, being on task 
and Helping Others. 

 
 Reflect/Connect (5 min) 

Don’t Forget: Have students keep partner practice work open on their computer.  
 
* Remember to use the Pick My Animal sheets from lesson 2.2 to make your 
animal groupings for students if needed. You will need these groupings for 
lesson 2.4. 

Mini-lesson:  
Have students meet with a partner in class and have them share their own block 
creations. Encourage students to give feedback and share what they learned while 
creating their own block code.  
Give Space Bucks to students who are helping others and students who are on task.  

4 



Models: 
 

Example Movements Poster 
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First Code Cards 
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