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Description:

This project will introduce Scratch programming with use of the Green Flag Blocks, forever 
loops, turning, gliding, random, and stamping.  We will also employ the Sprite drawing 
function to create an image.

Process:

1. Go to http://scratch.mit.edu/projects/editor/ and log in with your Scratch Account. 

2. Name the Project 'Lastname Spinner Art' in the naming field.

http://scratch.mit.edu/projects/editor/
http://www.nebomusic.net/


3.  Click the Paint Sprite Icon

4.  Click the Costumes tab and then select the 'circle' tool.  



5.   Click and drag in the drawing area to make a circle.  You can shift-left click on the mouse 
while dragging to make a perfect circle.  



6.    Repeat and draw a second circle slightly overlapping the first.  You can change color 
using the “Fill” drop down.



7.  Click on the 'Code tab to go back to the block programming area.



8.   We need a block that will run when the program is started.  In Scratch we start the 
program by clicking on the Green Flag.  So, we need a block that reads 'when green flag 
clicked'.  Go to the Events catagory and drag a 'when green flag clicked' block to the 
programming area.



9.  Next, we want the action of spinning to keep going 'forever' (or as long as the program is 
running.).  Click on the Control category and connect a 'forever' block to the 'green flag' block.



10.   Go to the motion category and bring a 'turn 15 degrees' block to the inside of the forever 
block.

11.  We have finished our first programming block.  Click the green flag on the stage area and
you should see the circles spin.  



12.  We need to add the Pen Tools to make this project work.   Click the “Add Extension” icon 
on the lower left.

13.  Select the “Pen” Extension:



14.  We want the circles to spin and then 'stamp' their image onto the stage, leaving a trail of 
images.  Click on the 'pen' category and place an 'erase all' under the 'when green flag 
clicked'.  This clears the stage of stamps when the program starts.  Then drag a 'stamp' block 
under the 'turn 15' inside the forever block.  



15.  Now click the Green Flag and note that the shape spins while leaving its 'stamps' on the 
stage.



16.  We are going to build another 'thread' – that is a program sequence to carry out an 
additional set of steps.  Go to Events and then Control and build another 'when green flag 
clicked' and 'forever' blocks under the set you just created.



17.   We want the shape to 'glide' about the screen while it is spinning and stamping.  Click on
the 'Motion' category and drag a 'glide 1 secs' block inside the forever.



18.   We want the spinning shape to choose random spots on the screen.  To do this we will 
use the 'random' block.  Go to the 'Operators' category and drag two random blocks to the 
programming area.



19.  The Scratch stage area has two dimensions.  The x dimension ranges from -240 to 240 
left to right with 0 being in the center.  The y dimension ranges from -180 (down) to 180 (up).  
The x dimension is left and right (horizontal) and the y dimension is up and down (vertical).  
We need to select two random numbers.  One number will range from from -240 to 240 for 
the x and the second number will range from -180 to 180.  

x

-240 240

y

-180

-180



20.  In order to accomplish this, in the first random block type -240 and 240.  In the second 
random block type -180 and 180.

21.  Place the -180 to 180 block in the y socket of the glide block.



22.  Place the -240 to 240 block in the x socket of the glide block.

23.  The entire script sequence should look like this:



24.  Click the green flag on the stage.  The shape should move, spin, and stamp.



25.   We can create a second spinner by copying the first.  Right click on the Sprite and select
'duplicate'. This will create a copy with a copy of the scripts. 



26.  You can also experiment by adding blocks that change the properties of the sprite (color, 
size . . .).  Click on the 'Look's category and drag a 'change color by 25' into the forever block 
that has the 'turn 15 degrees'.

27.  You can also change the size of the spinner sprite by combining the set size to block with
the loudness block.



28.  You can also control when events happen by using the 'when key' pressed block in 
'Events'.  Some examples are below.


