
Unit 2, Lesson 8: Now You See It Now You Don’t 
 
Lesson Intro:  

Theme of the Day 

Explain to students that it is time to make our animals actually eat their food. Our job 
is to create a code for our Food Sprite and make it disappear and reappear when the 
animal touches it. This will make our habitats more realistic and more importantly, 
guarantee that our animals eat their food. 

 
Learning objectives Concepts (Social & Cross Curriculum)  

- Add code to different Sprites 
- Build and insert conditional 

statements into your Food Sprite to 
make it disappear and reappear 

- Cause/Effect  
- Conditionals 

 
 

 
Vocabulary Guiding Questions  

- Conditionals 
- If/then  
- Event 
- Sprite  
- Sensing  

- How might we create an unlimited 
food supply for our animal?  

- How can we code different 
Sprites? 

 
Resources  

● Food Conditionals Sheet 
● Computers 
● Scratch Program 
● Space Bucks 

 
Lesson Procedure: 

Explore (15 min) 

Don’t Forget: Computers and Scratch program.  

Mini-lesson:  
For today’s exploration, students will have one more chance to play around on their 
own in Scratch. Students may start and save a new project or continue to work on the 
project that they were working on in the previous Exploration. It should be saved when 
they sign in as “Explore”.  
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Quickly remind students about all the blocks they have learned and recommend that 
they play with conditionals during their exploration today.  
 
Allow time, in the end, to quickly share out some great discoveries!  
 
Give out Space Bucks for students who are being creative and independent.  

 
Teacher Guided Learning (10 min) 

Don’t Forget: Food Conditionals sheet 

Mini Lesson:  
Start by reflecting on the progress that students made in the last session when they 
made their animals loop around in its habitat. Remind students that we also helped 
our animals recognize its food, but that it didn’t eat anything yet because the food 
never disappeared!  
 
Today, we are going to learn how to code a different Sprite, our Food Sprite. Did you 
know that you can give each Sprite its own code?  
 
We need to give our Food Sprite a code to tell the food to disappear when the animal 
eats it. This will help make our projects more realistic. 
 
We will be using “If…. then” blocks in the Events Category and Sensing blocks to 
make this happen.  
 
If your animal touches it’s food, then it will disappear and reappear.  
 
Using the Food Conditionals sheet and talking points in the screencast, walk students 
through the creation of the code. Be sure to point out where the blocks are coming 
from and how you fill out the blocks carefully.  
 
Give Space Bucks for students who are on task. 

 
Partner/Team Practice (20 min) 

Don’t Forget: Food Conditionals sheet, no video 

Mini Lesson:  
There is no video for today’s partner practice. Students are following the instructions 
in the student-facing video for Teacher-Guided Learning and in the Food Conditionals 
Sheet. Instruct students to go back to the project that they created/saved and have 
been working on, called Animal Habitat. 
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If students cannot find their project or if they feel like they should start over, using past 
resources have them push Create and save/share/title a new project called Animal 
Habitat 2. 
 
Tell students that they should follow the directions in the Food Conditionals sheet to 
create a new code with a conditional for the Fruit Sprite. Remind students that it is 
important to stay organized with regard to placing their codes in the Scratch projects. 
 
If there's time, students should experiment by either creating new codes or by making 
their loop more complex. Make sure students save and share. 
 
Look for students who are on task and showing great teamwork skills to give out 
Space Bucks. 

 
 Reflect/Connect (5 min) 

Don’t Forget: NA 

Mini Lesson:  
For today’s brief reflection allow students to share the habitats that they’ve worked on! 
Assure students that if they are not done or if there is a bug in their code, they will 
have a chance next lesson to debug and refine their projects.  
 
Allow students to share success, but also allow time for student-to-student questions. 
 
Give out Space Bucks will be given out to students who are on task. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

3 



Models: 
 

Food Conditionals Sheet 
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