forever

e

TEXNIKEZ [TPOTPAMMATIMOY YNOAOTIZTON

Awaleén |
Scratch - Zekwwvtag tov Mpoypauuatiopno

Miavvne Tinuog, Kabnyntng

imagine

~ ;?:F_".?“-" :
TTANEIIIETHMIO
[IEADIIONNHEOY

UNIVERSITY o t* PELOPONNESE



T Ba doLpe onuepa...
* O MPWTOC HOC OTOXOC €lval va TIApETE pia mpwtn OEa o€
OXEON MUE:
* Tov [poypappaTIONO
e Kol TNV EmotApn twv YrmoAoylotwv.
* Mpoxwpwvtac Ba Sovu e Lo OVAAUTLKA TLC EVVOLEC TNC:

* ErttAoync kot

* Tn¢ Emavainync.



To TPWTO TPAY QL TIOU TIPETTIEL TIAVTA VAL KAVETE...
glval VoL pWTATE TO YLATL;

* Mati va aoxoAnBeite pe tnv NMAnpodopikni;
* [La VO EMEKTELVETE TO paBnpoatiko coc urtoPfabpo.

* [LaL va eVIOXUOETE TN AOYLKN oToV TpOTo Iou okedteote (logical
thinking).

i

\
* [La va kepOioete BaBUTEPN YVWON OE GXEON UE TNV tsxvoi\ovla

* [MwC vaL TN XPNOLUOTIOLELTE. (i
* [Mwc va ONLoVpYELTE HE AUTH. &
* [Mwc va TNV AELOTIOLELTE yLal UTTOAOYLOUOUC.




Matt Bpednikape ool pali edw;
* [La va paBoupe va mpoyp ot ati{OUHE.

* [LaL VO TO KAVOULE QUTO XpeLalopaoTe pia yh\wooa
TOOYPOUUATIOUOU, WOTE VoL EKPPAOCOULLE TLC EVTOAEC HOC TTPOC TOV
uTtoAoyLoTn.

l

[Tola YAwooa OpwG
gival n ocwoTn;
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~ TuBa XxpNnOLLOTOL GOV E Lo apxn;

o

e AvamtuxOnke amo peptkouc oAU e€umtvouc avBpwrouc @ MIT

* Aettoupyel o€ Linux, Mac, Windows kot TAEov o€ omoLadnTmoTe
oUOKeUN peEow evoc Web Browser.

SeRATCH




Mttt Scratch; (1/2)

e Evtuniwoloko
* Awpeav

e XpnoLYOTIOLELTAL ATIO EKOTOUUUPLOL
avBpwrouc maykoouLa

Reflect

Imagine

Imagine

Experiment




Mttt Scratch; (2/2)

Reflect

* Visual, drag & drop (Ayotepn
NMANKTPOAOYNON, MEPLOCOTEPEC OOKLUEC) Imagine

* Mei&n dLapopeTikwyv pEowv (Yypadika,
nxog ko Bivteo) “scratching” Imagine

* Alapoipaon Kol cuvepyaoia

Experiment

* Low floor, high ceiling, and wide walls
e EUKoAo aro tnv apxn.
e Agv elval oy vidL — pumopel va AUoel
ouvOeta poBARpaTa. a, S .
e Emektaolpo o dtadopa nedia . A .\)'
epappoywv.
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~ Eykataotaon!

* http://scratch.mit.edu

* Mo va ailete oto PC oog
Uropeite va KateBAoeTe TNV
offline amo edw:
https://scratch.mit.edu/down

load

SERATCHE Anmoiupynoe EZepeivnoe 15éeg IXETIKG @, Avazimmon

'® Scratch Desktop

Mrropeite va eykataoTioTe Tov emelepyact Scratch Deskiop
YIQ VO EpYacTeiTe Ot Epya Xwpic ouvdeon oto diadikTuo. AuTr)
n ékdoon Aeiroupyei ae Windows kai MacOS.

Ammarmiaslg

E=2 Windows 10+ @§ macOS 10.13+

EmAEETE TO AEITOUPYIKO OO¢ OCUCTHHA: m

Install Scratch Desktop

o Download Scratch Desktop o ExTeAiaTe To apyeio .exe.

Get it from

f\}l"iérc;soft

{39 Scratch 3.0 Deskiop Setup

ar @ Instaling, please wait...
Direct download
]



http://scratch.mit.edu/
https://scratch.mit.edu/download
https://scratch.mit.edu/download

...and Scratch!!!

Scratch Desktop - O X

@~ File Edt Q- Tutorials  Scratch Project

&= Code l o Costumes | o Sounds | ~ . o m ®

Motion
Motion

Scripts

Control goto random

1@
T8 &
J NN
ofe|®
H HE
4 Bl

Sensing gotox

=

Operstors TS o secsio  random position ~

Stage
Sprite | Sprited — x o 1 v 0

point in direction ()

Show | (D | & Size 100 Direction 90
point fowards mouse-poinier «

i
=,
1]
=
R
§
)
i
=

Backdrops

change x by ({[)
BX command Sprites

Blocks
= RS

0)®

o
o



‘Eva pkpo demo...
Eva e

g

change color « Effecthy@

play note @ for @ beats
play note @ for @ beats

play noie @ for ° beats
play noie @ for @ beats
play noie @ for @ beais
play noie @ for @ beais
play note @ for @ beais
play note @ Tor @ beais
play note @ Tor @ beais
play note @ for o beats
play note @ for @ beats
play note @ for m beats

lecturel_01.sb3




‘Eval pkpo demao...

Motion

5]
=
n

i
[=]
[S
3
o

O

m
<
i
El
i

i
=
W
=
i

1:
1 I
ofl:
o
.

My Blocks

v

Music

= Code

Scratch Desktop

&f Costumes | o Sounds |

=
X

o
§

|

Eq ¢
J N
o]0
1 HE
2 EB K

goto

go tox:

]

glide: o zecz o random posilion

¥

point fowards mouse-pointer

44
-1 K
0

sef volume to @ %

sty ncke () fox (@) vests
sty ncte (@) rox (D) vests
sty ncte (D) ox () vests
sy note @) for () bests
sty ncte (@) or (D) veats
sty ncte ) ror (B veass
sty ncte (@) ror () veass
sty note (@) for (@) veass
sy e @) for () veste
sl note (@) or () bests
sl note (@) or (@) besss
sty note @) or Q) vess

Size

a0

Direction

Stage

-45

Backdrops

00
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TLeiSape péxpL Topa;

“ StV enihuon mpoPANUATWY PE UTIOAOYLOTH UTAPXOLY (1) AMnAouxia
tpeic Se€lotntec tic omoiec Ba mpémeL va koAepyosts:  TWV EVTOAWV

(2) ETiAoyn avapeoa o€
OIAPOPEC EVOAAAKTIKEC

(3) ETravaAnwn

forever

move @ sleps

if on edge, bounce




Kat Atyn O0UAELQ yLa TO OTtTL...

* KateBaote kal eykataotnote to Scratch:
http://scratch.mit.edu/download

* Mrneite oto http://scratch.mit.edu ko deite
LLEPLKA projects amo aAAouc...

e Kol LEPLKEC QLOKNOELC:

/
{

=N
<~ Ut
=
-

* ANULOUPYELOTE EVO TIPOYPALLLLO OTIWCE QLUTO TIOU KAVapE padl
Xpnolpomnolwvtog va SLadopeTLKo sprite image kot Balovtac tn SLKLA 00
Louokn (lowc to ayamnnuevo oog tpayoudt). To mpoypappa Ba mpemeL va
TPEXEL VLA TTAVTOL EKTOC KOLL EQV TO OTOLUOTIOEL O XPNOTNC.

A e ANULOUPYELOTE EVA TPOYPOALUO TO OTIOLO apXLKA TOTtoBETEL TO sprite otn B€on

(0,0), beixvel oe pila tuyaia katevBuvon, kateBalel tnv eva (pen down) Kal

t Eekvael va petakiveitat. Otav ptavel os kamola akpn Ba npemet var aAAAlel
kKatevBuvon. Entiong, xpnotpornoteiote to mARKTpo SPACE ywa va aANAdleTe 10

XPWHO TNC TEVAC. To amoteAeopa Ba PEMEL va oLdlel e Tn SutAavn elkova:

Y

13


http://scratch.mit.edu/download
http://scratch.mit.edu/

2UOTNUATA ZUVTETAYULEVWY —
ToroBetnon otn 2knvn - Stage

* H B€on twv Sprites otn oknvn Baoiletal oe SV voupuepa:

e Tov aplBuO TWV Pnuatwy aplotepd N 6eELa Ao To KEVTPO.

e Tov aplOuO TWV PNUATWY TTAVW N KATW OO TO KEVTPO.
180

240 b e 240

(0, 0)

14



@€0N = ZUVTETAYUEVEC

e H Beon elvat yvwotn w¢ “ouvieTayUeVeC”

 [La va ypaPoupe KAAQ TIPOYPALLUATO XPELA{OLOOTE EVOL OLKPLBEC
oUOTNMO CUVTETAYMEVWY, WOTE OL EVTOAEC LLAC TIPOC TOV UTIOAOYLOTH
va elval cadeic.

Otav AEPE PETAKLVIOOU
QPLOTEPA EVVOOUE TO SLKO

N HOC apLOTEPQ, tW ,A
—

E‘::?
&K

15




To Kapteolavo ZUoTnNUA ZUVTETAYUEVWV

e XpNOLUOTIOLOUE BETIKOUC Kol apvNTIKOUC aplBpoUC yLa TG akpLBELC
OUVTETOYUEVEC.

-240

(128, 41)

240 AA\OL CUCTAMATO CUVTETAYUEVWV:
* MMOAWKO ZUOTNUA ZUVTETAYUEVWV
e KuAwvdplko Zuotnua
2 UVTETOYLEVWV
e YdoaLpko zuotnua

2 UVTETOYLEVWV "




Zuvtetaypevec X kat Y

v -368

w1 233
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move €I steps I Events
turn f‘degre& Looks I Control
turn ) §B) degrees I Sound I Sensing

I I Operators

ey Mo fuoesess
point towards mouse-pointer
go to mouse-pointer I_Inval've OTO (X’y)

gide @ e 0 x O v: O AloAicBnoe-glide oto (x,y)

4

go to x @ v: O :

WV OXETIKA ME

2UVTETOYUEVEC

* AN\aée TO X 1) TO Y KOTA...
"’ i+ Oploetox oy (oo pe.. 90
change y Im,r . @
E W,

Eetvtnﬂ

. if en edge, bounce

4
L]
"
|}
|}
|}
|}
|}
|}
|}
|}
|}
|}
|}
|}
|}
|}
|}
|}
|}
|}
|}
.

.

sat rotation style |eft-right

il x posibion
il v position

il direction

Blocks evtoA

& A —




KatevuBuvaon - Direction

* Ta sprites pumopouv va mapouv dLtadopec KateuOUVOELC.

e Onwc oe pa uéida €tol Kat edw, ol KATELOUVOELC B
avarmnoplotovtal o€ PoLpeC, aAAd...

0 =1mavw 45

-90 = aplioTepa 90 = dedia

-135 i 180 = KATW




move ) steps
[ sptdebtdobtinkn L LLEEEED ., I Events
Nl turn (% degrees %
: - Looks I Control

turn (4 €0 degree |
I Sound I Sensing
: I IDperatnrs
< I Data I More Blocks
go tox O v: O ¢ ZTp[LIJE

go to mouse-pointer

R ——D e deClooTpoda

* aplotepootpoda

WV OXETIKA UE

change x |l".|' ® T[poq Tr]V
~ set x tnﬂ KaTEUeUVGn
change y by §19 TWV...
sat y tnﬂ
* TIPOG...

if on edge, bounce

set rotabtion style left-right

Blocks evtoA
KatevBuvon




'Eval ukpo demo...

T —

\

g “her - !! lecturel_02.sb3

X -228

pick random Ll tn

touching Sprite2 7 | then

say for @) secs
b

stop this script
alca

pick random ] tn

if key uparrow pressed? - then
point in direction m
k
change y by 9
else

if key down arrow pressed?  then

point in direction
k

change y by E
else

if key right arrow  pressed? | then
point in direction '@

B
change x by 9
else

if key |eft arrow pressed? | then
point in direction m
k
change x by E



TLeldape pexpL Twpa; Q\?j

* Elbope To KopTeoLavo 2U0TNUA ZUVTETOYUEVWV.
Me ta (x,y) umopoU e vat oplooupe BEoeLC.

* Elbope Mwg purtopoupe va kaBoploou e TNV KATELBUVOT XPNOLUOTIOLWVTOG
Lolpec.

. (Z)e alvgt(i)eecn ue tic muéidec mou €xoupe 0...360 poipeg, oto Scratch €xoupe 0...180 kot

* MEXPL OTIYUNG XPELAOTAKAUE VIO OKOUA pia popa KAOe pio aro Tig
TOLPOAKATW Ssgtomreq:
e AAMnAouyia Twv evioAwv
* Emtloyn avapeoa o SLadpopeC EVAANAKTIKEC
e EmavaAnyn

22



Kat Atyn OOUAELQ yLa TO OTTLTL...

* MeEPLKEC OLOKNOELC:

e ANULOUPYELOTE EVa TIPOYPOALLUO OTIWCE QLUTO Tou KAvaue pall Balovtac tn
SLKLA oac povotkn. NMpoooyxn, Ba mPEMeL va avTlKotaoTtAoeTe To “stop script”
ue eva “stop all” block yia va otapatiogt kot 0 (X0G. 2T CUVEXELA
ETIEKTELVETE TO TIPOYPOALO WOTE OTAV TATATE TO TMANKTPO spacebar To UmoA
Va Ttnyaivel o€ vea B€an.

* MeTatpePTE TO MIPOYPOUA OE TIALXVIOL LETATPETIOVTAC TOV KWOLKA OTO UTTOA.
To pmoA Ba mMPETMEL val KLVELTAL CUVEXWC, WOTE N Scratch va mpémet va to
KuvnynoetL. Na apxn KAvte tnv Kivnon amAn. To UtoA UnopeL va nyaivel povo
opL{ovtia otov acova X.

23



Ertiloyn - Selection

e Juxva xpelaletoal va erttheéou e (select) to Tt Ba kavou e
BaowWopevol o€ pla, N neploocotepec cuvOnkec (conditions).
* 2TNV Mpaypatikn {wn:
* AN (IF) mewvaow TOTE (THEN) Ba paw Katt.

* AN (IF) 6¢ Bp£éet TOTE (THEN) Ba kavw rtodnAato AAAIQZ (ELSE)
Ba kownObw.

* AN (IF) o kaBnyntnc pwinoet pto epwtnon KAl (AND)
cepw tnv antavinon TOTE (THEN) Bo. cnkwow To XEPL.

-ﬂ"—ﬂr)'"




\

| HEn’O\byr’l oto Scratch

* Exoupe NoN 6eL pexpL twpa tnv dtadikaoia tng emhoyng moANEC dopEC.

o

if touching Sprite2 7 . then

ﬂvfnr'EEE‘E
3

stop this script

if key up arrow pressed? . then

point in direction 'm

change v by 'E
else

4 £ \eyCe Ta UTTONOITTO KOUUTTIA KOTEUBUVOEWNV. ..

25



Fevikn Apxn #1

* To If-Then
————— 2.UVONKN TToU Ba TTPETTEI VO EAEYXOEI.

EvToAn/Eg TTou Ba TTpETTEl va
eKTEAEOTOUV «Av» (if) N ouvenkn
loXUEl (true).

—
~-_
==
—

J motion R : :

- N AVahEPOUOOTE OTLC EUTIEPLEXOUEVEG

] sound | sensing evToAéC oav o TuRpa «Tote» (then).
I FPen I Operators

IData Ir-.ﬂnre Blocks

26
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Movtelo Ekteleonc - 'Eva Mapadeypa...

if—tuuching Spritez |2 Tt Ba cupPel av n cuvBNKN
dev LoyVEL,

say for g secs AmoAUTw¢ Tirota — AuTto To

|-stup all TULA MO TIAPOAELTTETAL.

touching
Sprite2

!

Etropevn
EVTOAN...




Fevikn Apxn #2

*To If-Then-Else _-~

EvTOAn/EC TTOU Ba TTPETTEl Va
- eKTEAEOTOUV «Av» (if) N ouvlnikn
IoXUEl (true).

EvToAn/ég TTou Ba TTpéTrel va B8 AMLOC (else)

— eKTEAEOTOUV «AV» (If) N
ouvOnkn oev Ioxuel (false).

«Tote» (then

* [10TE TO XPNOLULOTIOLOUUE;

e Otov UTIAPXOUV EVEPYELEC TIOU UITOPOUV VO EKTEAEOTOUV KOLL OTLC
dvo meputtwoelC...(true, false)

19/10/2024 28



MovteAlo Exkteleonc - 'Eva Akoua
Napadeypa...

EkteAeitol To Eva TUAMA 1} TO
Rl ez 2 AaAAo, aAAQ TtoTE Ka ta dvo

touching Sprite2
' polt!
say for ) secs
EEE D

I::Et N SBCS

nove steps

touching
Sprite2




‘Eva pkpo demo mou €xoupe cavaded...

e ATtO TNV tponyouvpeva dopad eixoe GTLAEEL EVA TIPOYPOALLLA LLE TO
ortoio BonBouoape tn Scratch va Bpel paynto.

— To JTTOA gp@avileTal o€ TuXaia BEon.

— « H Scratch guavifetal oT1o
onueio (0,0).

e XPNOIMYOTTOIOUME TA TTANKTPA YIA
va odnyrjoouue TN Scratch oT1o
paynTo.

* To rpoypauua tepuarifetal OTav
n Scratch aKOUJTTNOEl TO

paynTo.

30



‘Eva ukpo demo novu

/

cavade

4

L...

EXOULLE

when chcked

go to x:ﬂv:ﬂ

[ set volume to QP 96
poant in direction m

3
play note m for 'm beats
3
change volume by m

3

play note for beats
3
100 &y

touching SpriteZ

say for €
[ 3

sat volume to

3
play note for beats
b

mﬂﬁ
pressed?  then "-

key up arrow

point in direction i}
P-|:himg|-|: v by 'B
.. pressed?

if key down arrow then

point in direction

3
change y by 'E
alse

sat x to

set y to

i key right arrow pressed?  then
| poant in direction 'm

3

change x by 'B

else

if key left arrow pressed? | then

X -145
point in direction EENR y. -101

change x by E

lecturel 03.sb3

when space

pick random LI tn

pick random GE]s tn

key pressed

set x to | pick random @£ tn

set vy to pick random LY tn




?

- Conditions

?

2uVOnNkKec

Motion Control
Looks Sensing
Sound Operators

Pen Yariables

touching ?
touching color ?

color is touching [ 7

ECU W hat's wour narme? LG RTET
answer

mouse x
mouse Yy

mouse down?
key :zpace |pressed?
distance to

reset timer

timer
% position  |of Spritel

loudness
loud?

slider  |sensor walue

sensor button pressed |2

‘\
H kartnyopia “Sensing” TTepIEXEl ETOINA TTPOTUTIA CUVONKWV.
[MapaTtnpeioTe 0TI OAEC 01 OUVONKEC 0dNyouvV o€ Jia
atravTnon vai n oxi (true/false).

key space |pressed? [MaparnpeioTte 0TI 6oa blocks £xouv
LUUTEPEC AKPEC APOPOUV CUVOINKEC.

32



Arl ulo U pv wv-[aq qu Motion Control
OlKEC oac ouvBnke
q q n q e Sound Operators TS)\EO'T%’ZQ
[ MEleéq d)opéq Pen Yariables
XpeLaleTol va
dSNULOUPYNOETE TIC SLKEC + 8
o0.C oUVONKEC. -8
e OL oXedLOOTEC TOU al |
Scratch Atov apketa 80
g€umvoL yLa va EEpouv OTlL
Oe I.J.T[OpOl:’V va Ta pick random E§ to

npoBAsPouv OAa,

e £TOL EPTLOEAV EVO VEVLKO 1
ur])(OLVLGp.OIVLOL va , : ———- 2UyKpIon
SNULOUPYELTE TIC OLKEG I
o0l CUVONKEC. \
|
|
| E ST . — — - — - 2 0vBeaon
: 33
N



Napadelypata

e Elvall n cuvtetaypevn X tou sprite peyaAltepn armo autn tne OeELaC
YWVLOC TNC OKNVNC;

-

< x position > [T

3

P

e Eilvow n ouvtetaypevec (X, Y) Tou sprite ektog omolacOnmoTe TMAEUPAC TNG OKNVNGC;
e AUTO LoxVeL av X>240 OR X<-240 OR Y>180 OR Y<-180

x position |= o x position = BX%] or S — o B—




\

'Eva LLKPO demo... otnv npaén (1/2
Y o

x position < i x position < EEI] or ° = position

move steps move steps

else =
else
say x position for Secs

say x position for SEeCs

stop script Tl
& £ stop script

-t
-

forever

move steps

if = position = LIl or = position < gl or y position = pEl] or © y position =

x position for 585
y position for 58CS

say direction for 58Cs

stop script

T




o

‘Eva LLKPO demo..
~otnv npaén (2/2

x position (= @EEh)  or

e E steps
else
say X position fnrﬂm
b
stop this script

e E steps
3 x posibon

say X posrtbon
k
=ay Yy posibon

say direction fﬂr'ESEE
b
stop this script

¥ position | =

x posibon = R

then

or

v posibion

M, lecture2_demo?

w56 0.4

0.1

LML RTINS —

= Bl  or v position | < BNE then

lecturel 04.sb3



Balovtag ta oAa o€ pia oswpa! R

if touching =Spritel |2

* XTNV TEAEUTALO Epyacio TOU PONYOUEVOU o
nabnuatog ooc {ntNOnke va ptiaéete eva else

NMPOYPOLLLUOL OTO OTIOLO TO MTTOA val KLVELTaLL ’ #30° touching =dg= |2 \
OUVEXWC OTNV KateLBuvon X. ! turn G EET) degrees :
: move steps :
| - |
I else I
: nmove steps :
\ I

AuTO Ba AeltoupynoeL, apKel

TO UITOA va NV £EKLVNOEL
OLTto Th ywvia.
Tote O koOAARoEL!




o

~HAvon...

* Mo kaAuTtepn AUon eival n akoAouBn:

’---------—~

forever

touching Spritel |2

stop script

else
x position F iy

turn ¥ degrees
set x to

move steps

else
» position <
turn ‘¥ degrees
et x I

mowve steps

else

mowve steps

7’

-

~_----------------_—

S

38



2 UVOALKQL...

when dlicked

go to x:'ﬂv:'ﬂ

point in direction m

touching Sprite2 7 then

-.Eavfnr'am
v

S
-.if key uparrow  pressed? then
point in direction ((}9
bl:hange v by 'E
EI._EE

I sat volume to @) on
3

play note m for 'm beats
3

change volume by m

3
play note '@ for 'm beats
3

set volume to G0 o

3
play note @ for m beats
b

if key down arrow  pressed? | then

. point in direction
C
change v by ﬂ

else

if key right arrow  pressed?
' point in direction €I
l‘|:hi|m_;||: x by B
EI._EE
...iI key leftarrow  pressed?¥
point in direction T8
Pl:hange x by &3

then

then

lecturel 05

set x to | pick random XY tn

sat v to | pick random GEE]] tn

point in direction 'm

touching Spritel

stop this script
alza
3 x po=sition = PR Cthen

.. turn (% degrEE
¥
sat x tn

3
e 'B steps

alsa
3 x po=ition | = BRI then

.. turn (4 degreﬁ
¥
sat x tn

3
e 'E steps

alza

.. meowe 'E steps

when space key pressed

set x to | pick random £V tn

set y to pick random @] tn

point in direction 'm




TLeldQUE PEXPL TWPAQ,;

* H erthoyn (selection) givat pia amo Tig TPeig MPOYPOUHUATIOTIKEG OEELOTNTEG
rov Ba MpEMeL va KAAALEPYNOETE:

e AAMnAouyia Twv EVTOAWV
* EmtAoyn avapeoa o S1adopeC EVOANAKTIKEG
e EmavaAnyn

* ITIG TIEPLOOOTEPEG YAWOOEG TPO pauuauouou
n eriidoyn naipvel tn popdn If-T
N If-Then-Else evtoAwv.

* Tehog, n eruhoyn Baoiletat otnv agloAoynor ouvbnkwv (conditions). Eivat
ONUOVTIKO va KOTAAABETE OTL OL oUVONKE ewou EKPPACELG 1) SNAWOELS,
TwV omolwv n aéloAoynon €xeL ocav anoteAeopa to true n false.

key space |pressed? < x position < BTk




Kat Atyn dovAela yLa to oritL...

* Kal piot aoknon:
e OMwC¢ Kol OTLC TtPONYOUEVEC AOKNOELC, ONLLOUPYELOTE Eva TIPOYPOLULA TO

ortolo va replexel SV o sprites, tn Scratch kol To poA.
Onwc kol tpLv To UoA Ba mpéEmel va tomoBeteital o€ Tuxaio onueio otn
oKnvn.
NoapoAa autd 6 Ba odnyeite eoeic tn Scratch yia va Bpel to pmoA, aAAd Ba
TPETIEL VOL TO KAVEL Hovn TNG. Otav to Bpel Ba mpemel va paivovtal n X kat Y
OUVTETAYUEVEC TNC KOLL TO TIPOYPOAULLOL VO TEAELWVEL.

* AkoUoTe Alyn pouaotkr) HExpL n Scratch va Bpet to paynto ©
Mropet va rapet kamota wpa!




ErtavaAnyn - Repetition

* MMoAAQ mpaypata otnv poaypatikn {wn emavalopBavovtol Aoyw tng
duoncg ToucC.
e JUVEXLOE va avokateVelg LexpL (until) va yivel o amapatitntog adpoc.
e Tpee peypt (until) va movéoouv ta modla covu.
e [paye 100 dopéc «be Ba Eavaoteithw SMS tnv wpa Tou pHoBnuaToc»

| MW/LL NoT 1y
‘ ‘/‘q{, lL {__ x’ P, ~~{. -4

(Al N T TA

AT




o

~H EmavéAnyn oto Scratch

* To exoupe OeL N6N MOAAEC dopEC peExPL Twpa!

N\

’—---—

vhen clicked

gutux:ﬂy:ﬂ

_r‘nirrl- i Hirnrl—inr‘ E

forever

= position F

point in direction §EIR

elsa

move steps

-t

J motion
I Looks
I Sound

]

i----—/

\

I Events D

I Sensing
I Operators
I Mare Blocks

forever

move steps

if

» position F

say x position for SeCs

-t

forever

st instrument to KX

set volume to R

play
play
play
play
play
play
play
play
play
play
play

note for beats
note for beats
note for beats

note for beats
note for beats
note for beats
note for (i) beats
note for beats
note for beats
note for beats

note for beats

play note for beats

wait [ secs

-t
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Opoloyia kat Movtelo Exkteleonc

forever
s€ L instrument to EX
s L volume to %0
pl iy note [Eikd for &) beats
pl 12y note for beats
pl iy note EERG for beats ’ ’
pl 12y note for beats Loop bOdy — Zw“a BpOXOU

pl iy note for [ beats

Loop - Bpoxog

pl 12y note m for beats

pl iy note EERd for () beat=
pl 12y note m for m beats
pl iy note for [ beats
pl 12y note for beats

pl iy note for [ beats
pl v note m for beats

I:mit 0.3 0=
- =

To Scratch «ekteAel»
10 loop body ¢ava
Kot Eava...

19/10/2024




Fevikec ApxeEc

* Yrtapxouv Tpelc tumol emavaAndnc (n looping):
* Forever — lNa rtavta (atEpuovo)
e Counting — Mg petpnon
e Conditional — Yo ocuvOnkec

45



Foreverloop

* Eva forever loop emavaAapfavel To cwpa Tou Bpoxou yLa mavta.

forever

=t instrument to 'm

MNwc propei to loop va ctapatNoEL;

s it volume to ET) o

| ay note ERP for (B beats
1 ay note EER for (B beats
1 ay note @ for ﬂ beats

1 ay note ERS for () beats
| ay note for ) beats
| ay note for beats
| ay note A9 for (D beats
| ay note for beats
| ay note EER for () beats
1 ay note EERS for §P beats

1 7 7 note EER for (B beat=
1 .ay note ELRS for beats
Erait 0.5

A€ pmopeti, EKTOC
e €AV TO OTOMOATACEL O XPAOTNG,
* 1 UTTAPXEL EVO OTOATNLO EVTOC
Tou loop,
* 1 KAelogL 0 UTTOAOYLOTAC

b
L3
L3
L3
L3
k
L3
k
L3
k
L3
k
L3
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Counting loop

* Eva counting loop emavalapfavel to cwpa tou Bpoxou yLa
OUYKEKPLUEVEC eTtavaANPELC.
e 1,10 n 88 dops....

:“'““"5“’"5 EmravaAnyn Tou cwuaTtog 5 akpiBwe popéc.
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~Eva LULKPO demao...

* Counting loops...
e Metakivnon akptBwc 100 steps
e Ytpodn 90 polpwv
* “Flash” m.x. ypnyopo peyaAwpa Kot cuppikvwon 3 ¢opeg

48



5

Eva pikpod demo... otnv mpaén

lecturel 06.sb3

20.0

ab6.0
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e

— Mapatnpnon!
* MNapatnpeiote otL eva forever

dev pumopel va akoAouvBOnBel amo
QAAN €VToAn,

* EVW £va repeat smiTpeTEL
ETIOUEVEC EVTOAEC.

forever

x posibion = RNl then

say x posibon Fur'Ese-:z-.

s-av X position F{I-r'ES-E-E- |
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Conditional Loop

* Eva conditional loop emavaoAapBavel to cwpa touv Bpoxou pe Baon
uia ouvenkn.
e Av n ouvOnkn sivat aAnbnc-true o BpoOxoc oTaATAEL.
* Av n ouvOnkn eivat Yevdnc-false o Bpoxocg emavalappavetad.

OUVONKnN

H ouvOnkn repeat wntil , touching edge 7 H ouvenkn
gival GA[]GFIQ, (e © steps gival Yeudng,
OTOUATAEI TO - 10 loop body

loop eKTEAEiTOI Eavd

‘Eva Conditional Loop

emmavoAappBavetal 0 n
NEPLOOOTEPEC HOPEC.



‘Eva ukpo demo...

e Conditional Loops...
e Kivioou pexpl vat GTACELS 0TNV AKPN TNG OKNVNAC.
e JTple peXPL To spite va deifel 90 poipec mpoc Ta mavw.

* AviYveuoe To MovTikL Kol {wypadLloe 0TN OKNVA 000 TO KOUUTIL TOU TTOVTLKLOU
elval matnuevo...

| \ Demo
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'Eva ukpo demo... otnv npaén (1/3)

e Conditional Loops...
e Kivioou pexpl vat GTACELS 0TNV AKPN TNG OKNVNAC.

repeat until touching edge

neowe 'E steps

say x posibon F-H-PES-E-E

lecturel 07.sb3
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”’

,/’E\ﬁ/utkp’édemo... otnv npaén (2/3)

—
g
-~

e Conditional Loops...
e Jtpide pEXpL TO spite va deiel 90 poipec poc Ta MAvVW.

repeat until direction =

turn (4 ) degrees

repeat until direction = ﬂ

iF direction > [{] _ then

turn F) n degrees

elsa

turn (¥ n degrees

lecturel _07.sb3

54



~'Eva ukp6 demo... otnv pagn (3/3)

e Conditional Loops...

* Avixveuoe to movtikt Ko {wypadloe oTn oKV 000 TO KOUWUTIL TOU TTOVTLKLOU
elvolL TaTnUEvO...

lecturel _07.sb3
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TLeldQUE PEXPL TWPAQ,;

* H emavainyn (repetition) eivat n tpitn amno TG MPOYPAUUATIOTIKEG SEELOTNTEG
rov Oa mpEMeL val KAAALEPYNOETE:
e AAAnAouyla Twv evioAwv
e Ertthoyn avapeoa o€ SLAPopeC EVOAANAKTLKEC

e EmavaAnyn

* 2TIG TIEPLOCOTEPEG TIPOYPAUUOTIOTIKEG YAWOOEG N ETavaAnyn €xeL pia Aiyo
OLaPOPETIKN uopgbr]:

repeat
* Ta counting loops ovopadovtal “for” loops
—yua (for) evav aplBuo smavanpewv... =3

* Ta conditional loops ouxva ovoud%oytat “while” loops
— 000 (while) n ouvBnkn etval aAndnc (true)... 4

repeat unhl
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Kat Atyn dovAela yLa to oritL...

* Ka piot aoknon:
e 2tnVv AyyAla, otav Bpexel KatappaKtw&bq, xpnotuonms'aat n akoAouOn
EKCI)pOLGr] yla va to eptypaet: “it’s ralnlng cats and dogs”.
Ortaste eva npovpauua ue 10 n nepwoorepa sprites (uta ueuﬁn QIO YATEC

KOl GKU}\ouq) TIOU TtNyalvouv amo tnv Kopudr POoG TO KATW UEPOC TNC
OKNVNC, CUVEXELAL...

* To anmotéAeopa Oo pEMeL va palvetal OMWE 0TNV MAPAKATW £lkova ©




Remember!
This is only the start!!!

forever
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