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T Ba doLpe onuepa...

e O TPWTOC MOC OTOXOC ELvall voL TIAPETE pia TtpwTn LOEA o€
OXEON UE:
 ToV [1poypappuaTIOMO Kal TNV EmotAun tTwv YnoAoylotwy.

* Oa yvwpiooupe to Scratch kot Bat SOUE TLC YEVIKEC OLPYEC:
e TNG AAAnAouyloc Twv EVIoAwv,
e TwV leyovotwv (events),
* TNC EmAoync Ko
* tn¢ EmavaAnync.




To TIPWTO TPAYLLOL TIOU TIPETIEL TLAVTOL VOL KAVETE...
glval VoL pWTATE TO YLATL,

* Mati va aoxoAnBeite pe tnv NMAnpodopikni;
* [La vaL eVIOXUOETE TN AOYLKK) OTOV TPOTIO TIOU OKEPTEOTE
(logical thinking).

* [LO VOL EMEKTELVETE TO HABONMATIKO coc urtoPfabpo.

* [La va kepOioete BaBUTEPN YVWON OE GXEON UE TNV tsxvoi\ovla 1
* MwcvaTt OlJLOTIOLE(TE.
G N Xpnotu | %/f B
* [Mwc va ONLoVpYELTE HE AUTH. é M
* [Mwc va TNV AELOTIOLELTE yLal UTTOAOYLOUOUC.




[Lati apxeC MPoypAUMATIONOU,
otav urtapxeL to Al;

* Ta epyaleia Texvntnc Nonpoouvnc ypadouv AEov KwOLKO ypryopa
KoL EUKOAQL.

e Karmolo¢ opwc mpEmeL va tov dlafacel, vo Tov EAEVEEL Kl vaL
arnodacloel av KAVEL AUTO TTOU TIPETIEL.

e AuTtOC 0 KaroLo¢ elote €oeic! ' avuto xpetaletal vo KATAAOBOLVETE TLG
QPXEC TOU TIPOYPOLUUATIOMOU:
e aAAnAouxia, ertthoyn, emavaAnyn, petapPAnteg, adaipeon... %

* OLapyec auteg 6ev aAalouv amno YAwooa o€ YA\wooa,
oUTE Ao epyaleio o€ epyaleio.




Tt BpeBrkape oloL pall 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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H amavtnon: KapLa... ko oAec!

Web

AwoAg€elc 9-10

Scratch JavaScript | Python

AtoAé€eig 1-2 AloAE€eLc 3-6 AloAE€elc 6-8

AAAnAouyia, yeyovoTa, JuvaptnoELg, EUBEAELa, Aopuég dedopevwy, HTML & CSS:
emloyn, emavainyn, » avtlkeipeva, modules, OVTLKELUEVOOTPEPNG TLEPLEXOLLEVO KOLL
UETAPANTEG testing TIPOYPOAUUATIOUOG gudavion
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—————————————————————————————————————————————————————————————————————————————————

16LeC apXEC, O TPELC YAWOOEC.
O otoyxoc O6gv elval va pabete pio y\wooa, aAAd va pabete va okEDTEOTE cav
TIPOYPOHLATLOTEC. p
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~ TuBa XpnOLLOTOL GOV E Yo 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)

Reflect
* Evtunwolako
/ Imagine
* Awpeav :
* XpNOLLOTIOLELTAL ATTO EKOTOMUPLAL Imagine

avBpwrouc maykoouLa




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

* 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 . 4 .\)'
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/
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 ({[)
B Command Sprites

Blocks
= RS

0)®

o
o



‘Eva pkpo d Qm{...
= = |

Demos_2026-2027/lecturel_01.sb3

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

change color « Effecthy@

12



‘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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~ Nwc ekvael éva POV,

* eyovota (Events): ta blocks pe «karmélo»
when space v key pressed 68\, K(IVOUV K(ITI. HOVCX TOUC;, T[Epll.lEVOUV

£VoL yEYOVOC.
say for o seconds

when clicked

clear graphic effects

point in direction @

* Ortav oupBei To yeyovog (onpaia,
forever TANKTPO, KALK...), EKTEAELTAL TO Script Tou
BpLGKETOLL Qo KATW.

* Eva sprite pnopei va exeL toAa scripts
TTOU TPEXOULV taum)sf)ova ebw N
MEPLOTPOPH KaL N aAlayr XpwWHATOG
ylvovtal padi.

when clicked

when this sprite clicked

o @ s

forever

change color » effect by e

wait (Z) seconds * Oa to {avaBpoupe otn JavaScript: oto
Web oxed0v 0Aa ekivouv aro yeyovota

(clicks, mAnkTpa, attpata).

Demos_2026-2027/lecturel_08 events.sb3 14
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TLeibape LEYDL TWPQ,

= Ztnv emiAvon MPoBANUATWY UE UTTOAOYLOTH UTTAPYXOUV (1) AMnAc’)uxia
TpeLc Se€lotntec T onoiec Oa mpémeL va koAepyosts:  TWV EVTOAWV

(2) EiAoyn avaueoa o€

/ ) (3) ETravaAnwn
OIAPOPEC EVOAAAKTIKEC

forever

move @ sleps

if on edge, bounce




Fevikn Apxn #1 — AAMnAouyia

Script A Script B * AAAnAovyia (sequence): oL EVTOAEC
= ekteAovvtal plo-pio, PE TN oelpa Tov eival
bv VPOUUEVEC: ATIO TIAVW TTPOC TA KATW.

,  eraseal ,  ersseal * H oepa €xeL onpaoia: ta SVo scripts €xouv
akpPwC TS LOLeEC eVTOAEC, aANa o€ AAAN
- - @ OELpA.
point in direction @ point in direction @
_ _ A
/ set pen size to e 7/ set pen size to o : Moo aT[é 1o 600 ea cvaad)(.O'El VPOLHHI"],
|
s Pen down '\\ )
/ pen down |
Movo to Al

2to B n méva katePfaivel adou €xeL yivel n kivnon,
omnote {wypadilel povo pLa TeAEia.

s penup S/ penup

P ———
N

e
.

Demos_2026-2027/lecturel_09_sequence.sb3 (mAnktpa a kot b) 16




Kat Atyn O0UAELQ yLa TO OTtTL...

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

* MT[E iIE Ooto http .//ScratCh .M It- ed U KOL 68 (IE Yto Scratch 3 n méva eival eméxtaon: «Add
LEPLKA projects armo aAloug... Extension» (kdtw apiotepd) > Pen.

e Kol LEPLKEC QLOKNOELC:

e ANULOUPYNOTE VA TIPOYPOLUMO OTIWE OUTO TIOU KAVAUE Holl XPNOLLOTIOLWVTOLG
gva SLapopeTiko sprite image kat Balovtac tn SKLA oag HouaoLkn (lowg to
ayarmnUeEVo oac TpayoudL). To mpoypappo Ba TIPETIEL VO TPEXEL YL TTAVTOL
EKTOC KOl EAV TO OTAMOATACEL O XPNOTNC.

A e ANULOUPYNOTE Eva TIPOYPOLLLLO TO OTTOL0 aPXLKA ToTtoBEeTEL TO Ssprite otn B€on
| (0,0), 6eixvel oe pia tuyaia katevBuvon, kateBalel Tnv eva (pen down) Kal

’ Eekvael va petakiveitat. Otav ptavel os kamola akpn Ba npemet var aAAAlel
@ kKateLBuvaon. Entiong, xpnotpormnotnote to nAnktpo SPACE yia va aAAAlete O
XPWHO TNC TEVAC. To amoteAeopa Ba PEMEL va LOLAlEL e T SuTAavn lkova: v



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

@e0nN = ZUVTETAYUEVEC

* H Beon evoc sprite opiletal amod dVo aplBpouC, TIC CUVTETOYMEVEC
(X, y): BApota 6g€Ld/apLlotepd Ko avw/KATW oo TO KEVTPO.
* Fevikn apxn:
e O urtoAoyloTtnc dev LAVTEVEL TL EVVOOULE.
e Ol eVTOAEC paC TIPETIEL VA elvall oadelc Kol akpLPELC.

I Otav AEPE PETAKLVIOOU
QPLOTEPA EVVOOUE TO

\ést \ SLKO poG apt.ctspd, N Tou
« \;prlte;
>

18




T —

To Kapteolavo ZUoTNUO ZUVTETAYUEVWVY

e XpNOLUOTIOLOUE BETIKOUC Kol apvNTIKOUC aplBpoUC yLa TG akpLBELC
OUVTETOYUEVEC.

180

(128, 41)

2240 b { 240

(0, 0)

-180



’,/’ \
goto random position v . ' . . ‘ .
)

Motion Looks Sound Events

\
\

= ry @ 6 0 ©
> S o . o Control Sensing Operators Variables
glide ° secs to x: @ y: @
~ glide o secsto random position »
change x by
oite @) secs o @) v @ * MAyawe oto (x,y)

AloAicBnoe-glide oto (x,y) change y by

change x by

AM\QEE TO X 1] TO Y KATA...

WV OXETKA UE

4
°

cetxto ) Oploe to x N 10y LOO LE...

change y by @

setyto o

X position

2ZUVTETAYUEVEC

Blocks evtoA
00

y position




KateuBuvaon - Direction e

* Ta sprites pumopouv va mapouv dLtadopec KateuOUVOELC.

e Onwc oe pa uéida €tol Kat edw, ol KATELOUVOELC B 4%
avarmnoplotovtal o€ PoLpeC, aAAd...

0=1mdavw 45

-90 = aploTepd

90 = 5816

\

S .

180 = KATW




(8o o o
Motion Looks Sound Events
w @ 6 o ©
1 Control Sensing  Operators Variables
>
_— |
t; o STple
&, . se60Tp0da
o e aplotepootpoda
>
* TIPOC TNV
3 KatevBuvon Twv...
* TIPOG...

Blocks evtoA
KatevBuvan



e

Demos_2026-2027/lecturel_02.sb3

when clicked :
when clicked

wor @ r @
point in direction @

forever

hide

setxto pick random @ to @
setyto pick random to @

show

touching Sprite2 + ? _then

EEVAN Zwodpall! foro seconds

stop  this script »

else

if key wuparrow * pressed? _ then

point in direction o
change y by o

else

if key down arrow » pressed? _ then

point in direction @
change y by o

else

if key right arrow » pressed? - then

point in direction @
change x by o

else

if key leftarrow » pressed? _ then

point in direction @
change x by e

'Eval Lkpo demao...



TLeldape pexpL TWPQA; Q\?‘

* 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

24



Kat Atyn OOUAELQ yLa TO OTTLTL...

* MeEPLKEC OLOKNOELC:

* ANULOUPYNOTE VA TIPOYPOLUMO OTIWE OUTO TTOU KAvape poli falovtac 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.

25



Ertlloyn - 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)'"




J'LEﬁU(byﬁ’o/to Scratch S

> Exoupe NO6N OeL peXpL twpa tnv dtadikaoia tne emthoync oAAEC popec.

if touching Sprite2 + ? _ then

say for o seconds

if on edge, bounce

key uparrow » pressed? _ then

point in direction o

stop this script =

4 $\eyCe Ta UTTONOITTO KOUUTTIA KOTEUBUVOEWNV. ..

MoAAa if-else to eva peoa oto aAAo (Onwce yla ta feAakia) Aeyovtal
else if otic meploocotepeg YAwooec. Oa ta avadoupue otn JavaScript. 7



Fevikn Apxn #2

e To If-Then

(\ )
Events

Control Sensing Operators Variables

IRt T EvToAn/Ec TTou Ba TTpETTEl va

eKTEAEOTOUV «Av» (if) N ouvenkn
lIoXUEl (true).

N AvadePOUOOTE OTLC EMTEPLEXOUEVEC
evioAéc oav to tuApa «Tote» (then).

28



o

o

,/, \\

-~

~ Movtélo ExteAeonc - 'Eva MNapadewyua...

if touching Sprite2 * ? _ then

Tt Ba cupBel av n
ouvOnkn dev LoYVEL,
AmtoAUTwC Tirota — AuTto
TO TUA MO TTAPAAELTETOL.

say for ° seconds

stop all =

touching
Sprite2

Etropevn

’ 29
EVTOAN...




e

@7
< A
b
A A2

LA

\ ]

Fevikn Apxn #3

-
-

”

_ 2uvBnkKn TTou Ba TTPETTEl VA EAEYXOEI.

-
-

ﬁ”‘
e

s

«Tote» (then

*To If-Then-Else .-~

EvTOAn/EC TTOU Ba TTPETTEl Va

-

g _ - - ekTeAeaTOUV «Av» (if) N GUVORKN
LT IoxUel (true).
S
J EvToAry/éc TTou Ba TTPETTEN Va
Q_J/ €-—=—=—=====-= EKTEAEOTOUV «Av» (if) n
) ouvlnkn dcv 1oxUel (false).

* [10TE TO XPNOLULOTIOLOUUE;

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

30



MOVTEND Ekt/é)\eonq -'Eva AkOpa -

~ Napadeypa...

if touching Sprite2 + ? _ then

EkteAeltol To Eva
THAHA N To aAAo, aAAd
say for (@) seconas noTE Kat ta dUo padi!

else

wait o seconds
move @ steps

touching
Sprite2

31




> // \

2 f8¢t8 tte mpwv tpéfete! (1/3)

_—
-~

-

—————————————————————————————————————————————————

H Scratch &ekwvael oto (0, 0) kat 6V AKOUUTTAEL TO
LLTTOA.
Moleg evtoAec Ba ekteAeOTOUV KAl LLE TIOLAL OELPQ,;

when clicked

wox @ @

if touching Sprite2 v ? _ then

o T o o == —

say WALl for o seconds A

go to x: 0 y: 0 = wait 1 seconds - move 50 steps.
To say dev ekteAeitol.

To move ekteAeital mavta, yloti BplokeTol LETA TO
if-else, oxL peoa tou.

else

WET o seconds
\’\__
move @ steps

Demos_2026-2027/lecturel_10 ifelse.sb3 (mAnktpa 1/ 2: 6£€on Tou pmmoA) 32
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‘Eva pkpo demo mou €xoupe cavaded...

* Nwpitepa ptiatape evo mpoypappa LE To ontoio BonBovoape TN
Scratch va Bpel daynto.

— To JTTOA gp@avileTal o€ TuXaia BEon.

— « H Scratch gp@avifetal oTo
O '
/ onueio (0,0).
S

N e XPNOIMYOTTOIOUME TA TTANKTPA YIA

& va odnyrjoouue 1N Scratch oT1o
paynTo.

* To rpoypauua tepuarifetal OTav
n Scratch akoupuTINoEl TO

paynTo.

33



when clicked

when clicked

wor @ @
point in direction @

forever

set volume to @ %
:: play note @ for @ beats
change volume by 9

forever

if touching Sprite2 *+ ? _ then

say for o seconds

stop all =

:: play note @ for @ beats
set volume to @ 0

else

’ if key wuparrow »* pressed? then :I play note @ for @ Beals
O point in direction o wait @ seconds
change y b :
ﬁ » o o clicked
& else
& :
if key downarrow v pressed? . then
0 S )
int in directi : ™M
w L @ setxto pick random @ to @ ﬁ
@ change y by o m
setyto pick random to O|
else
i
U d if key rightarrow » pressed? . then g
-
> point in direction @ @
~
-0 O S
(o)
w. <
Q 3
key leftarrow » pressed? _ then when space v key pressed g
¥ W S
point in direction . (@
d 1 F @ hide u)l
s change x by o g
: > setxto pick random to @ O
(]
d O setyto pick random to @
I-|-| ~w 34
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?

LY

: - Conditions
Eeall‘ lll

2UVONKec

< ,/ \
touching mouse-pointer v ? >

e H kartnyopia “Sensing” TTepIEXEI ETOINA TTPOTUTIA CUVONKWV.
[MapaTtnpriote 0TI OAEC OI oUVONKeC odnyouv o€ Jia
atravTnon vai n oxi (true/false).

|\
3

color Q is touching Q 2

distance to mouse-pointer w

Motion Looks Sound Events
EE@N What's your name? JEGRVET ‘ ’ . .
Control Sensing ) Operators Variables

answer

u
L 4
------ .
key space v pressed? . .

mouse down? 2 FEETEE

[MaparnpnoTe o11 6oca blocks €xouv
LUUTEPEC AKPEC APOPOUV CUVOINKEC.

L
®an?®

mouse X

mouse y

35



Anuovpywvtac TLe 2090 90
® & LA A5 XK 3

OLKEC oac ouvlnkec...

TeAeOTEC
O
* MepLKeC popEC xpeLtaletal va
SNULOUPYNOETE TIC OLKEC OOLC ® 0

ouVvOnKec.
’ 7 pick random o to @
* OLoxedlaoteg tou Scratch ntav
QPKETA EEUTIVOL YLAL VO EEPOLV -y “
{PKETAL ECUTVOL VIO VOL 2 f® o)
OTL 6€ Umopouv va Ta ! :
T[ ' V C ! ' ,
, pOB,?\ELIJOU O’?\OL, ’ ::— ------------------- >0yKpIon
e £TOL EPTIOEOV EVA VEVLKO | |
unxoviopo yla va dnuovpyeite TP}
TLG SLKEG 00G OUVONKEG. CCoIIIT
L 4
|
o« ------———-—--------- Z0vBeoN

’----~

|
|
a» | :




/_ Napadeiyyarta -

e Elvall n cuvtetaypevn X tou sprite peyaAltepn armo autn the OeELAC
YWVLOC TNC OKNVNC;

-

--I

— D — €

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

3

--J

P

X position > @ or X position < (o] y position > @ or y position <

37




uG(p' emo... atnv npaén (1/2\

forever forever

X position < @ then i X position < @ or X position = @
move a Steps move o steps

else else

say xposition for o seconds say  xposition for o seconds

stop this script = stop this script =

forever

move o steps
X position > or X position < y position > or y position = <

X position  for e seconds
y position  for e seconds
direction for o seconds

this script =




‘Eva pkpo demo... atnv npaén (2/2)

move e steps

else

say X position for o seconds

stop this script =

forever

move ° steps
X position > @ or
X position for e seconds

y position for o seconds
direction for o seconds

this script =

X position

X position <@ or

Yy position >@ or

y position < @

04.sb3
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if touching Spritel v ?

* J€ Uila ATTO TIC TIPONYOUUEVEC OLOKNOELG YLaL TO OTtiTL T o
oo {NTNONnKe va pTLALETE EVa TIPOYPOAA OTO e
OTTOLO TO UTTOA val KLVELTOL CUVEXWC OTNV
katevBuvon X.

if fouching edge v ?

’------

AuTO Ba Aettoupynosl,
OLPKEL TO UTTOA VoL Unv
EEKWVAOEL O Th ywvia.
Tote Ba koAARoEL!
Mot

40

then

then

]
’

\—-----'
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Avon...

* Mo kaAuTtepn AUon eival n akoAouBn:

&

«---------------------------------------)

forever

touching Spritel » ?

stop this script »

else

if X position = > @ then Y
turn 4 @ degrees
setxto @ K

if X position ' < then
turn O @ degrees
| move o steps

else

move ° steps

\

41



when clicked

wiox @ @

point in direction @

forever

touching Sprite2 + ? _ then

EEV Zwapall! Qr'e seconds

stop all =
else

if key uparrow » pressed? _ then

point in direction o
change y by e

else

if key downarrow » pressed? . then

point in direction
change y by e

else

if key rightarrow » pressed? . then

point in direction @
change x by o

else

key leftarrow » pressed? _ then

point in directi @
change x by e

2 UVOALKA...

when clicked

forever

set volume to @
:: play note @ for @ beats
change volume by @

:: play note @ for @ beats
set volume to @ :

II play note @ for @ beats
wait @ seconds

when clicked

hide

setxto pick random to @
setyto pick random to @
point in direction @

show
forever
touching Spritel *+ ? _then

stop this script =

else

move ° steps

else

turn % @ degrees
set x to @
move e steps

else

move o steps

when space » key pressed

hide

setxto pick random to @

setyto pick random to @
point in direction @

05.sb3
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~ TiLeibape péxpL twpa;

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

e AAMnAouyia Twv EVTOAWV
e Emtloyn avapeoa o SLAPopeC eVAANAKTIKEC
. EravéAngn E
* ITIG TIEPLOOOTEPEG YAWOOEG TPO pauuaucuou
n eriidoyn naipvel tn popdn If-T
N If-Then-Else evtoAwv.
* Tehog, n eruhoyn Baoiletal otnv agloAoynar ouver(])va (conditions). Eivaut

ONUOVTIKO va KOTAAABETE OTL OL CUVONKEG Elval EKPPAOELG N SNAWOEL,
TwV omolwv n aéloAoynon €xeL ocav anoteAeopa to true n false.

key space » pressed? X position < 43




Kat Atyn dovAela yLa to oritL...

* Kal piot aoknon:
e OMwc¢ Kol OTLC TtPONYOUEVEC AOKNOELC, ONULOUPYNOTE EVAL TIPOYPALLA 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»

ALL NoT T

-~

| WAILL o1 118
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- //

= >~
- _H EnavéAnyn oto Scratch

forever

:: setinstrumentto (20) Synth Lead =

jset volume to @ %
* To exoupe OeL N6N MOAAEC dopEC peExPL Twpa! 3T e @ o @ e
play note @ for @ beats

' play note @ for o beats
I I play note @ for @ beats
Events

when clicked

Motion Looks Sound _
oo @ O o|o o o @ @
Control | Sensing Operators Variables play note () or @ beas

point in direction @

-y, pIaynote@fcr@beats

YA forever \\

' l forever play note @ for @ beats
| X position > @ then I

I | move @ steps play note @ for @ beats
I I ,

| point in direction @ | play note @ for o beats
I I X position > @ then

: else : play note @ for @ beats
i | sa X position for o seconds

\ move steps I y P play note @ for @ beats
\ ’I

ET @ seconds




—

\

OpoAoyla koL Movtého Exteleonc

forever

: Y set instrument to  (20) Synth Lead =

Loop body — 2wpa Bpodxou

To Scratch
«EKTEAELY TO
loop body &ava
Ko Eava...

Loop - Bpoxog




Forever

[evikec ApXEC

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

I

Counting
(N
Conditional

ocwpa Bpoxou

ouvenkn
aAnBng;

gylvayv

N dopég;

bev unapyxel €€odog! oxt

ocwpa Bpoxou ocwpoa Bpoxou

EMOMEVN EVTIOAN EMOUEVN EVIOAN




Foreverloop

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

‘- Nwc prmopel to loop va otapatnoEL;
11 o @ 2 @ e Ag propei, kTC
T e @ o @ e * €0V TO CTOUATACEL O XPNOTNC,
| ﬁ ZZZZZﬁZ;ZZ * 1] UTIAPXEL EVA OTOPATNUO EVTOG
e @ @ tou loop,
5T e @) v @ e .

N KAElOEL O UTIOAOYLOTNG

‘ :: piay note (@) o (Y vears
‘. :: piay note (@) ror @ veats
‘. :: play note (@) ror () veats
" :: piay note (@) o @) beats
" :: play note (@) ror @ vears

49



~Counting loop

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

ETravaAnyn Tou owuatog S akpIBwe popEc.

50



— ‘Eva pkpo demo...

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

51
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Eva Lkpd demo... otnv npdf\n
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Doubly nested loop
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Ikedreite npuwv tpétete! (2/3)

-~
——————————————————————————————————————————————————————

Bpoxoc neoa o€ Bpoxo (nested loop): 0 EcWTEPLKOC
Bpoxoc ekteAeital oAokAnpoc o kaBe emavaAnyn tou

eEwTEPLKOU.
Mooeg dopeg Ba ekteAeotel n evtoAn change size by (10);
\ Mooeg cuvoAka oL evioAeg change size; )

————————————————————————————————————————————————————————

g 3 x 10 = 30 popEc to change size by (10).
: 3 x (10 + 10) = 60 evtoAec change size cuvoAlka.
i 2TO TEAOC TO sprite £xeL MAAL TO APXLKO TOU LEYEBOC.

Demos_2026-2027/lecturel_06.sb3 53




_ Napatipnon!
* MNapatnpnote OtL eva forever

dev umopel va akoAouvBOnBel amo
QAAN €VToAn,

* EVW £va repeat smiTpeTEL
ETIOUEVEC EVTOAEC.

forever

move o steps
X position > @ then

say X position for o seconds

if

54



Conditional Loop

* Eva conditional loop emavaoAapBavel to cwpa touv Bpoxou pe Baon
uia ouvenkn.
* Av n ouvOnkn eivat aAnBng-true o BpoOxoC oTAUATAEL.
* Av n ouvOnkn eivat Yevdnc-false o Bpoxocg emavalappavetad.

__________________ ouvenkn
z repeat until = touching edge » ?

H ouvenkn H ouvenkn
eival aAnOnic, move (@) steps gival Yeudnc,
OTAMATAEI TO 10 loop body

loop

eKTEAEITAI Cava

‘Eva Conditional Loop
enovalappPavetal 0 n
NMEPLOOCOTEPEC DOPEC.

55



[Mpoooxn! repeat until # while

Scratch: repeat until <Z>
enavalapBavet MEXPI n X va yivel aAnBng

l

vai

oxtL

ocwpa Bpoxou

ETIOUEVN EVTOAN

JavaScript, Python, ...: while
enavalappfavel 0Z0 n I eivat aAnbng

l

OXL

vail

ocwpa Bpoxou

ETIOUEVN EVTOAN

-

repeat until <2>

while (not Z)

repeat until <touching edge?> = while (!touchingEdge()) {..}

o

while not touching edge():

~

J




‘Eva ukpo demo...

e Conditional Loops...
e Kivioou pexpl vat GTACELS 0TNV AKPN TNG OKNVNAC.
e Jtple pEXPL TO sprite va kottalel mpocg ta tavw (direction = 0).

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

| ‘ Demo

57
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- 'Eva pikpd demo... otnv mpéén (1/3) W

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

07.sb3

repeat until . touching edge » ?

move o steps

/lecturel

say X position for o seconds

Demos 2026-2027
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Zkedteite mpLv tpetete! (3/3)

point in direction @
or () secons

repeat until .= touching edge » ?

move @ steps
EVA MTirika oto loop! JBiels @ seconds
g

say for o seconds

\

H Scratch &ekwvael N6n akouvpmwvtacg tnv akpn (x = 240).
MNooec popec Ba exkteAeotel To cwpa Tou Ppoxou; Tt Ba
neL n Scratch;

o )

Kapto! H ouvBnkn eAéyxetal mpLv amo Kabe
emtavaAnyn, omote o BPOX0C TEAELWVEL AUECWC: N
Scratch Agel «=ekwvaw!» kot peTd «TEAOG!».

[ auto eva conditional loop ekteAeitat O N
NMEPLOOOTEPEC POPEC.

Demos_2026-2027/lecturel_11_until_edge.sb3 (mAnKTpo c: EeKva amo To KEVTPO) 59



/'EV& LULkpO demo... otnv paén (2/3)

e Conditional Loops... m

e JtpiPe pEXPL TO sprite va kowtalel mpocg ta mavw (direction = 0).

repeat until direction =

turn O o degrees

o
Ne!

N

N~

o

HI

) repeat until direction = o
S

S5

3

D o

= direction >o then
N~

o

o

N

Vo)

N

o

NI

(%]

o]

=

]

o
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~'Eva pkpd demo... otnv npaén (3/3)

o

e Conditional Loops...

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

when clicked

/7 erase all

wait until mouse down?

goto mouse-pointer w

7/ set pen color to m

N~

07.sb3

/ pen down

/lecturel

repeatuntii . not  mouse down?

wait until <ouvOnkn>:
To script meplpgvel (bev KAveL Timota) HEXPL N oLVOAKN va yivel aAnBAC. o1

Demos 2026-2027



TLelOQE PEXPL TWPA,

* Henavainyn (repetition) eivat n tpitn oo TG MPOYPAUUOTIOTIKEG de§LOTNTEG TTov Ba

TPETIEL VA KAAALEPYNOETE:
e AAMnAouyia Twv evioAwv
e Emtloyn avapeoa o SLAPopeC eVAANAKTIKEC
e EmavaAnyn

* JTLG TIEPLOCOTEPEG TPOYPAUHUATIOTIKEG YAWOOEG N emavaAnyn €xet pia Alyo StadopeTikn

Hopon:

* Ta counting loops ovopagovtat “for” loops
—yla (for) evav apLGuo emmavoANPewv...

.4

Ry

I

* Ta conditional loops OUé(VOL ovopagovtat “while” loops — 600 (whlle) n ouvonkn eival

aAnOnc (true) — to avtibeto ano To repeat until!

.4

®

g

J
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//I-'ri&a QpXY) O TPELC YADOOEC

for (let i = @; i < 10; i++) { for i in range(10):

move(10); move(10)
}
repeat until  touching edge » ?
SHENG (EeVElking2eEa()) | while not touching_edge():
move o steps move(2); move(2) -
}
if touching Sprite2 »+ ? _ then i_F (touching(..sppitezll)) { i-F touching(,,spritez,,) :
say fmoseconds Say(uzwapa! ! !"); Say("zwdpal ! !Il)
S yoeles o else:
move @ steps move(le) ; mOVE(le)
}

AAAN cUvtaén, idta Aoywkn! (OL move, say, touching... elvat uTTOBETIKEC CUVOPTHOELG, LOVO YLOL TN CUYKPLON.)



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




	Slide 1:    Διάλεξη Ι Scratch - Ξεκινώντας τον Προγραμματισμό 
	Slide 2: Τι θα δούμε σήμερα…
	Slide 3: Το πρώτο πράγμα που πρέπει πάντα να κάνετε… είναι να ρωτάτε το γιατί;
	Slide 4: Γιατί αρχές προγραμματισμού,  όταν υπάρχει το AI;
	Slide 5: Γιατί βρεθήκαμε όλοι μαζί εδώ;
	Slide 6: Η απάντηση: καμία… και όλες!
	Slide 7: Τι θα χρησιμοποιήσουμε για αρχή;
	Slide 8: Γιατί Scratch; (1/2)
	Slide 9: Γιατί Scratch; (2/2)
	Slide 10: Εγκατάσταση!
	Slide 11: …and Scratch!!! 
	Slide 12: Ένα μικρό demo… 
	Slide 13: Ένα μικρό demo… 
	Slide 14: Πώς ξεκινάει ένα πρόγραμμα;
	Slide 15: Τι είδαμε μέχρι τώρα; 
	Slide 16: Γενική Αρχή #1 – Αλληλουχία
	Slide 17: Και λίγη δουλειά για το σπίτι…
	Slide 18: Θέση = Συντεταγμένες 
	Slide 19: Το Καρτεσιανό Σύστημα Συντεταγμένων
	Slide 20: Blocks εντολών σχετικά με Συντεταγμένες
	Slide 21: Κατεύθυνση - Direction
	Slide 22: Blocks εντολών σχετικά με Κατεύθυνση
	Slide 23: Ένα μικρό demo…
	Slide 24: Τι είδαμε μέχρι τώρα;
	Slide 25: Και λίγη δουλειά για το σπίτι…
	Slide 26: Επιλογή - Selection
	Slide 27: Η Επιλογή στο Scratch 
	Slide 28: Γενική Αρχή #2
	Slide 29: Μοντέλο Εκτέλεσης - Ένα Παράδειγμα…
	Slide 30: Γενική Αρχή #3
	Slide 31: Μοντέλο Εκτέλεσης - Ένα Ακόμα Παράδειγμα…
	Slide 32: Σκεφτείτε πριν τρέξετε! (1/3)
	Slide 33: Ένα μικρό demo που έχουμε ξαναδεί…
	Slide 34: Ένα μικρό demo που  έχουμε ξαναδεί…
	Slide 35: Συνθήκες; - Conditions? 
	Slide 36: Δημιουργώντας τις  δικές σας συνθήκες…
	Slide 37: Παραδείγματα 
	Slide 38: Ένα μικρό demo… στην πράξη (1/2) 
	Slide 39: Ένα μικρό demo… στην πράξη (2/2)
	Slide 40: Βάζοντάς τα όλα σε μία σειρά! 
	Slide 41: Η λύση…
	Slide 42: Συνολικά… 
	Slide 43: Τι είδαμε μέχρι τώρα;
	Slide 44: Και λίγη δουλειά για το σπίτι…
	Slide 45: Επανάληψη - Repetition
	Slide 46: Η Επανάληψη στο Scratch
	Slide 47: Ορολογία και Μοντέλο Εκτέλεσης
	Slide 48: Γενικές Αρχές
	Slide 49: Forever loop
	Slide 50: Counting loop
	Slide 51: Ένα μικρό demo…
	Slide 52: Ένα μικρό demo… στην πράξη 
	Slide 53: Σκεφτείτε πριν τρέξετε! (2/3)
	Slide 54: Παρατήρηση!
	Slide 55: Conditional Loop
	Slide 56: Προσοχή! repeat until ≠ while
	Slide 57: Ένα μικρό demo…
	Slide 58: Ένα μικρό demo… στην πράξη (1/3)
	Slide 59: Σκεφτείτε πριν τρέξετε! (3/3)
	Slide 60: Ένα μικρό demo…  στην πράξη (2/3)
	Slide 61: Ένα μικρό demo…  στην πράξη (3/3)
	Slide 62: Τι είδαμε μέχρι τώρα;
	Slide 63: Η ίδια αρχή σε τρεις γλώσσες
	Slide 64: Και λίγη δουλειά για το σπίτι…
	Slide 65

