Lesson Plan 1: AVATAR: The First Animator!


Primary Subject: Computer Programming

Target Audience: 8 and up

Time: 60 minutes

An introduction to computer programming using animation and Scratch.

Examples are available at scratch.mit.edu/users/l2tt2l


Objective: 

A.)  Introduce the open-ended potential of Scratch as a learning environment to be discovered by students who are new to computer programming. 

B.) Explore animation development using the motion scripts and the costumes menu, especially to include the import feature and the camera feature.

Materials:

· Computer with the latest version of Scratch

· Internet connection

Activity:

The “AVATAR: The First Animator!” lesson is all about creating some version of yourself and your surroundings using Scratch. The ways to do this are endless. Be creative!

STEP 1: Students begin by creating one Sprite. (Be prepared to answer - “What is a Sprite?”) They can go to Sprite Selection to view the Sprites that come with the program or they can go to Sprite Creation to draw a completely new figure.  They can also do a combination and edit an existing Sprite until they are ready to make your own. It is likely the students will be familiar with the environment of the Paint Editor, but take a minute to review to be sure. Encourage the students to take their time in this process. Make sure the Sprite person is facing forward for later steps! Move around the room, view their progress, and encourage them to incorporate their unique personal characteristics in the drawing. Does the Sprite have their cornrows? Is it wearing their orange shirt? Is he part lizard with a long tail? Keep in the mind that however invested they get in this first step will set the pace for the rest of the lesson.  (Allow 15 to 20 minutes for this step.)

STEP 2: Sprites needs a home and in Scratch that is called a Stage. Tell the students to hink about what kind of stage they want for your avatar. It could be their neighborhood,  Gramma's house, or maybe a fantasy world. They can draw this Stage in the same they drew your Sprite, or, try searching for a location on the Internet and then import it. (Allow 10 to 15 minutes for this step.)

STEP 3: Make the Sprite do something in its Stage! Now that they have a nice looking Sprite in the middle of a cool Stage, we can get on to the fun part. The way that essentially all of your favorites cartoons are created is by taking a Sprite, changing it a little, and then changing it a little bit more. When we view these images rapidly they appear to be moving.  To get started, navigate to Costumes and click copy. This creates a twin Sprite. Next press edit and in order to get to the Paint Editor. Tell them to make a small change to the Sprite and give it a new name. They can draw additional features or use the eraser to take away features. One idea is to next edit the Sprite so that it is facing backwards and then they can draw it facing the left and easily press the flip option and have it facing right. Or they might like to make its sneakers turn three different colors. Maybe the hair grows and grows! Whatever they decide, instruct them to make at least three new costumes so they have a nice motion.

(Allow 15 to 20 minutes for this step.)

STEP 4: Now that they have a Sprite with many costumes, it is time to put it into motion. The way to do this is by selecting some blocks from the first menu and in effect tell the Sprite to do something. The categories that will be most useful to the students  will be the yellow tab, Control, the purple tab, Looks, and the dark blue tab, Motion.  They will need to pull one from the Yellow tab to get your animation started. “Can you think of which one?” Similarly, the looks tab has the important blocks that will get their Sprite changing costumes. Finally, the dark blue tab is maybe the most interesting tab for this exercise. These blocks will dictate exactly how the Sprite moves about and how it potentially interacts with the Stage or even other Sprites in the project. 
(Allow 15 to 20 minutes for this step.)

STEP 5:  Share your project online in the project Showcase provided for each center! 

Additional Activity:

Help the students to use a photo of themselves as Sprites! What happens when their avatar self and their real self meet up in Scratch?

Assessment:

Was every student able to create a project in the allotted time period? Do students understand the terms that correspond to each action? Did everyone have fun?!

