Postavljanje prikaza
Odaberimo našeg šetaća (prikaz – „Boy 1“) naredbom New sprite te dodajmo pozadinu Urban4 (pogledati strelice) naredbom New Backdrop









Moguće je je kreirati ili uzeti prikaz sa našeg računala ili fotoaparata
[image: ]


[image: ]Kreirajmo novi prikaz pritiskom na naredbu create new sprite 
Prikaz neka se zove šešir (ne mora biti crne boje).







[image: ]
Poststaviti ćemo šešir na glavu dječaku kao na slici.
[image: ]Na prethodnoj slici su označene crvenim krugom naredbe nad pojedinim prikazom (brisanje, dupliciranje, povećavanje i smanjivanje prikaza)



Odabirom naredbe Zoom Out i klikom na šešir ga smanjimo na željenu veličinu.
[image: ]Gibanje
Naš prikaz se nalazi na određenom mjestu kojeg opisujemo pomoću koordinatnog sustava.


	Prikaz postavljamo na neko mjesto naredbom goto a prikaz mičemo pozivanjem okidača (when clicked)

	Ponovimo postupak i za šešir. Naredbom glide(klizi) ćemo šešir pomaknuti na kraj ulice (šešir će se micati polagano)


	[image: ]
	[image: ]



Neka dječak trči za šeširom samo sporije od njega te neka mu se šešir opet nalazi na glavi.
Dodaj novi prikaz dječaka i kreiraj utrku (pobjednik je po volji) ali oba dječaka moraju doći na cilj. Desnim klikom na šešir odaberemo naredbu hide jer šešir ne sudjeluje u utrci.
[image: ]
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3. Adjust the Size
After importing the sprites into the stage, you can use the following icons to adjust
the size of the sprite per needed.

Explanation

a Copy
Delete
E 2oom 1n
E zoom ot

* Practice:
Try to adjust size of the sprite you choose.

* Explore
Right click the sprites to explore the other functions.

Sprites

[
H P

@) paragraf-osnovn..docx ~ | T paragraf-osnovne_..pdf ~ | & dz font paragraf..docx A | T dz font_paragraf....pdf

B 2EE = v E





image8.png
Minbe x (3 Hem x V&3 meic x ¥ [3 mbic x V3 The x VB Esthe x ¥ [3 Eem X V% How X Y [J Scrat x B Rube X ¥ 2¢ sprit- X ¥ [ Facel X

C ) | @ filey///C:/Users/korisnik/Downloads/Scratch3%202.0%20The%20Adventures%200f%20Mike pdf

Start Learning

1. Coordinate System
Every sprite has its/her/his own position on the stage. To manage them well, we
need to first get familiar with the coordinate system of the stage.

Gravase

(o100

The central coordinate of the stage lies on (0,0), with the horizontal direction as
X-axis and vertical direction as Y. Divided by the central coordinate, the right part of
the X-axis is positive X-axis (+), left negative X-axis (-); the upper part of the Y-axis
divided by the central coordinate is positive Y-axis and the lower part Negative
Y-axis.

Knowing the coordinate systems is the essential step of operate the position of all
sprites on the stage.

2. Move to A Designated Position

Blocks Explanation Example

Control the operation of
the whole program
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3. Learn to create a new sprite and backdrop.

Start Learning

Sprite is the actor in one piece of work. Scratch provides multiple ways of creating
sprites. Now, let's learn how to use Scratch!
1. Create Sprites

Tool Explanation

Choose a sprite from the Sprite Library

/

-«

Create a new sprite

Newspre: @ / @ B

Import (upload) a sprite from local file

Create a sprite via taking photo

2. Rich Sprite Library

click @ to choose a sprite from the Sprite Library. With the sprites being sorted
into different types, you can choose the wanted sprite according to the actual story.

Sprte Lirry

* Practice:

@
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