
Instructions:

In  th is act iv i ty ,  students wi l l
use Scratch to create a
simple game,  such as a
maze or a character that
catches objects .

1 0 - 1 2  
y e a r s

4 5 - 6 0
m i n

Understand the basics of
programming logic ,  including loops,
sequences,  and condit ional
statements.
Develop problem-solv ing and cr i t ical
th inking ski l ls  through coding.
Create and test  a funct ional  game
prototype.
Foster creat iv i ty  and col laborat ion in
a digi ta l  environment .

Recommended
age for this game

Duration

Coding a simple game in Scratch

Learning
Objectives

LESSON PLAN
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A c t i v i t y  d e s c r i p t i o n

Students wi l l  create a s imple Scratch
game,  such as a maze or a catching game,

using drag-and-drop coding blocks.  

They wi l l  design the characters ,  set  game
rules,  and test  the game for funct ional i ty .

Materials and
tools needed

Guidance for Teachers

Computers or tablets with
internet access.
Scratch accounts for  students
(https://scratch.mit .edu) .
Projector or  screen for
teacher demonstrat ions.
Headphones (opt ional ,  for
game sound effects) .
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P r e p a r a t i o n

Famil iar ize yourself  with Scratch’s interface and create a s imple
example to demonstrate in c lass.
Prepare a step-by-step guide or s l ideshow to introduce Scratch
and the project object ives.
Div ide students into smal l  groups i f  they’ l l  work col laborat ively .
Test a l l  devices to ensure compatibi l i ty  with Scratch.

INTRO: Explain what Scratch is  and show a quick demo of a
simple game.  Highl ight  a lso key coding blocks l ike motion,

events ,  loops,  and condit ions.

PLANNING:  Guide students to brainstorm game ideas and
sketch their  designs on paper .  Encourage them to def ine

game object ives,  such as winning condit ions or obstacles.

CODING: Help students set  up their  Scratch projects and
start  coding.  Circulate to support  troubleshoot ing and

encourage experimentat ion with blocks.
 

I m p l e m e n t a t i o n  s t e p s

Guidance for Teachers
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Guidance for Teachers

F o l l o w - u p  a n d  r e f l e c t i o n  

TESTING: Have students test  their  games,
ident i fy  bugs,  and improve them.
Encourage peer feedback to ref ine their
projects .

SHOWCASE: Al low students to present
their  games to the class and explain their
coding process.

Organize a "game fair"  where students play
each other 's  games and provide feedback.

Assign a short  ref lect ion task:  

W h a t  d i d  t h e y  e n j o y ?  

W h a t  w a s  c h a l l e n g i n g ?
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Activity
description

Expected
outcome

Technology
integration

Student Activities

D e s i g n  a  G a m e
P l a n

A d d  G a m e  L o g i c
( W i n / L o s s )

S h a r e  G a m e

C o d e  G a m e
M o v e m e n t s

T e s t  a n d  D e b u g

Students wi l l  def ine their
game’s object ive,  ru les ,

and characters.

Students wi l l  use
condit ional  statements to

def ine outcomes.

Students wi l l  share
projects and discuss
their  coding choices.

Students wi l l  program
sprites to move or

interact with each other .

Students wi l l  ident i fy  and
f ix coding errors.

Use Scratch's "backdrop"
and "spr i te"  opt ions to

visual ize designs.

Use " i f-then" and
"broadcast"  b locks for

logic implementat ion.

Use Scratch's shar ing
feature or c lass

projector

Ut i l ize "motion"  and
"event"  b locks in

Scratch.

Debug using Scratch’s
stage preview and block

highl ight ing.
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Reflective
questions for
students

What chal lenges did you face whi le coding your game,
and how did you overcome them?
Which coding blocks were the most useful  for  creat ing
your game?
If  you could add one new feature,  what would i t  be and
why?
How did you use feedback from others to improve your
game?
What did you learn about teamwork or problem-solv ing
through this act iv i ty?
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Tips

Advanced Students

Encourage them to add complexity ,  such as:
          Mult ip le levels or  t imers.
          Advanced logic l ike scor ing systems.
          Addit ional  animat ions or sound effects .

Ask them to assist  peers who need help,  re inforcing their
knowledge.

Pair  them with a buddy for  addit ional  support .
Break the task into smal ler  steps and offer

visual  guides.
Focus on celebrat ing progress over

perfect ion.

Students with special needs

Keep instruct ions s imple and use v isuals to explain
coding blocks.
Encourage creat iv i ty  by a l lowing students to
personal ize their  games.
Al locate extra t ime for troubleshoot ing and
debugging.
Foster a support ive environment where students feel
comfortable asking for  help.
Use peer feedback sessions to encourage
col laborat ion and idea-shar ing.

Differentiation ideas

Funded by the European Union. Views and opinions expressed are however those of the author(s) only
and do not necessarily reflect those of the European Union or the National Agency. Neither the European
Union nor National Agency can be held responsible for them.

7



Additional materials
and references

Scratch Website:  https://scratch.mit .edu

Gett ing started with Scratch Guide 

Interact ive Coding Tutor ia ls

Video tutor ia l  on How to use Scratch for  Kids
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https://scratch.mit.edu/
https://scratch.mit.edu/
https://scratch.mit.edu/
https://resources.scratch.mit.edu/www/guides/en/scratch-getting-started-guide.pdf?_ga=2.267182542.19802237.1738060137-995290197.1737981313&_gl=1*122oc0b*_ga*OTk1MjkwMTk3LjE3Mzc5ODEzMTM.*_ga_4N2JLD9N7Q*MTczODA2MDEzNi4xLjEuMTczODA2MDE0My41My4wLjA.
https://resources.scratch.mit.edu/www/guides/en/scratch-getting-started-guide.pdf?_ga=2.267182542.19802237.1738060137-995290197.1737981313&_gl=1*122oc0b*_ga*OTk1MjkwMTk3LjE3Mzc5ODEzMTM.*_ga_4N2JLD9N7Q*MTczODA2MDEzNi4xLjEuMTczODA2MDE0My41My4wLjA.
https://code.org/
https://www.youtube.com/watch?v=MhglZQK1exo

