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DAY 2: GETTING STARTED WITH SCRATCH JR
Required Materials
•
•
•

iPads/tablets with the Scratch Jr app downloaded
Storyboard planner (see Appendix B) and drawing materials
Tech Tracker (see Appendix C)

Learning Goals
We are learning to code with Scratch Jr.
• I can start, rename, save, and re-open my project
• I can use basic start blocks, movement blocks, and speech blocks in my code
• I can add a background to my project
• I can explain sequence in my own words

Minds On (10 Minutes)
Where possible, have all students join the teacher in community circle/on the carpet. When all
students are seated, ask students to quickly summarize what they remember about coding
from yesterday. Ensure that students are making connections with the idea that “coding is the
language that computers speak”, that we need to learn to code if we want to “speak” with
computers, and that coding requires us to make sure that our instructions are very clear.
Next, ask students to share their ideas for what the word “sequence” means. You can further
prompt them by asking them what it means “to put something in sequence”. Some students
may be familiar with this word and some students may not be.
When students have shared their ideas, you can explain that sequence very simply means to
put something in order. You may wish to show a picture or write on the board/a piece of chart
paper something that is out of sequence (for example, a group of numbers written as “3, 1, 5, 2,
4”). To put them in sequence would mean to put them in the correct order (e.g. “1, 2, 3, 4, 5”).
Sequence is one of the most important concepts when it comes to coding. No matter what
coding language you are working with, the idea of sequence stays the same. Very simply,
sequence in coding means that the computer will read your code in the exact order that it is
written (usually from top to bottom, although in Scratch Jr our code is actually written/read
from left to right).
In order to have our code work the way we want it to, we need to make sure that our
instructions are appearing in the right order!

Show students the following image and ask them if this code is written in the correct sequence.
[IMAGE REDACTED FOR SAMPLE]
Students should be able to identify that the code is not in the correct sequence. Using Think,
Pair, Share or another discussion strategy, ask students to describe:
a) How this code would ACTUALLY work (i.e. where would the robot actually end up)?
b) How they can fix the code so that the robot ends up in the right place?

Working On It (25 Minutes)
In today’s lesson, students will only be working on their first scene and just their first character.
They will be taught how to add a background and code simple actions such as making the
character move and speak.

When students are done watching the video, they can get started on their project. Be sure to
circulate throughout the class while students are working in order to provide guidance as well
as mediate any conflicts/frustration.
Important Notes:
• For this first day, students have not yet been taught how to make their character
anything other than the cat that is the default character. Creating and changing
characters will be part of Lesson 3. For today, encourage students to just get their
actions programmed for the character; they can change what the characters look like
the next time.
• It is STRONGLY advised that you personally confirm with each student that they have
renamed their project with their name. This will make it much easier for students to reopen their projects in future lessons. This would also be a great time to fill out your Tech
Tracker (see Appendix C) to ensure students can easily find their device again in the next
lesson.
• Be sure to give students a 5 minute and 1 minute warning before their time to work on
their project is wrapping up so students can manage their time effectively.

Consolidation (5 - 10 Minutes)
Depending on your group of students, you may want to provide 3-5 minutes for students to get
cleaned up, devices put away, and to rejoin you in community circle/on the carpet or to return
to their seats.
When students have gathered, use Think, Pair, Share or another discussion strategy for
students to discuss:
a) What challenges they faced today and how they overcame them
b) What they are planning to do as next steps for their project.
c) You may also ask students to discuss how the idea of “sequence” came up in their
projects; when did they have to think about what order their code needed to appear in?
Did they make any mistakes with their sequence?

