
Unit 2, Lesson 9: Where’s My Food?  
 
Lesson Intro:  

Theme of the Day 

Today we will help our animal roam around to find its food and to make its food 
appear all over its habitat.  

 
Learning objectives Concepts (Social & Cross Curriculum)  

- Modify code in animal sprites and 
food sprites  

- Debug code 
 

- Perseverance 
- Problem solving 

 
 

 
Vocabulary Guiding Questions  

- Conditionals 
- Direction 
- Degrees 
- Debug 
- Bug 

- How might we make our animal 
hunt around the habitat for its 
food?  

- How can we debug a code? 
 

 
Resources  

● Change it Up! sheet 
● Computers 
● Scratch Program 
● Space Bucks 

 
Lesson Procedure: 

Campfire (15 min) 

Don’t Forget: Space for a group circle 

Mini-lesson:  
Begin Campfire by explaining to students that they will be playing the game, “Count to 
15.”  
 
Have students make a circle. Explain to students that the goal of the game is to count 
to the number 15 with only one person saying a number at a time. Explain that each 
student in the circle can only say a number once. 
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If two or more students talk at the same time, there is a “Bug” in the program and the 
group has to start over at “1.” Students may not go around the circle or point to 
people.  
 
How to play “Count to 15”:  
 
Stand the group in a circle shoulder-to-shoulder, facing the center. 
 
Explain to the class that the goal of this game is for the group to count from 1 to 15 by 
saying each number one person at a time without any group members speaking at the 
same time. This will be like a computer following directions in order.  
 
When 2 or more people speak at one time, we will call that a “Bug,” which is what 
computer programmers call a mistake in coding. When that happens, the group 
shouts “BUG!” and the game has to start over at 1. 
 
Students can’t go around the circle in order or use their hands to point. It’s all about 
patience, taking turns and nonverbal communication. When the first student says “1” 
the game begins. Try to play until the group is successful. 
 
After a few unsuccessful attempts, ask students if there are strategies they should try.  
If 15 is too easy, you could try saying the alphabet. If it’s too hard, try counting to 10! 
 
Give out Space Bucks for students who stay positive and do their best. 

 
Teacher Guided Learning (10 min) 

Don’t Forget: Change it Up! sheet 

Mini-lesson:  
Start by reviewing the video and reflecting on the progress that students have made 
since the last session: making their animals loop around in their habitats, and helping 
their animals recognize and eat their food. Students also made the food supply 
endless by adding in the spacebar command. 
 
But if you had to do something over and over forever wouldn’t you get bored!? Today 
we are going to help our animals roam around their habitats to find their food. 
Students will insert two blocks of code into our Food Sprite, and make a change in the 
characteristics of our animal to make that happen. 
 
Students will be using blocks in the Sounds and Looks category to make this 
happen. Then we will change one number value in our Animal Sprites. 
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Using the Change it Up! 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: Change it Up! sheet, no video 

Mini-lesson:  
There is no video for today’s partner practice as students are following the instructions 
in the student-facing video for teacher-guided learning and in the Change it up! sheet. 
Instruct students to go back to the project that they created/saved/been working on, 
called Animal Habitat. 
 
If students cannot find their project or if they feel like they should start over, using the 
resources from Lesson 2.5-2.8 have them push Create and save/share/title Animal 
Habitat 2. 
 
Tell students that they should follow the directions in the Change it Up! sheet to insert 
two blocks of code into their Food Sprite and change 1 value in their Animal Sprite. 
Remind students that it is important to stay organized with regards to placing their 
codes in the Scratch projects. 
 
If students have time, have them try out the debugging bonus section on the Change 
it Up! Sheet. Remind students that this is not required but will help fix a bug in their 
code. If there are students who finish and can help others troubleshoot, encourage 
them to circulate and assist others.  
 
Look for students who are on task and doing their best to give out Space Bucks. 

 
 Reflect/Connect (10 min) 

Don’t Forget: NA 

Mini Lesson:  
For today’s brief reflection, allow students to share the habitats that they’ve worked so 
hard on with their classmates!  
 
If there is time, ask students to reflect on what they did when they had a struggle or 
came across a bug. What were some things they did to solve problems and 
encourage themselves or others?  
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Give out Space Bucks to students who are on task and good communicators. 

 
Models: 
 

Change it Up! Sheet 
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