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How does Scratch. work? 

In Scratch, the way you interact with 
your program is through sprites

Sprites are objects within your program 
that you can interact with – you can 
change the way they act using scripts

In the template you have been given, 
many of the sprites have already been 
given basic scripts, such as the buttons

Sprites can be found in the sprite 
window here!



How does Scratch. work? 

Sprites can be found in the sprite window here!

This is our display window, where our sprites 
will appear and interact with the user

This is the code section! Here is where 
we can drag and drop blocks of code.

Blocks are colour coded depending on 
their function



Activity scenario summary:

• In this activity we will be learning how to code a 
simple supermarket software program, in which staff 
are able to do the following:

• Enter the name and price of a product,

• Display the product and price,

• Search for a specific product,

• Delete specific products;

• Calculate the total bill.

For the beginners' 

program, these are the 

two parts of the project 

we will be tackling 



Click 
https://scratch.mit.e
du/projects/649325262
to access the 
template to our 
project!

Click Remix to get 
started with your 
project

Once you have logged 
into Scratch…

By the end of this lesson, your project should look 
like https://scratch.mit.edu/projects/649324638 ! 
(Use this if you get stuck) 

https://scratch.mit.edu/projects/649325262
https://scratch.mit.edu/projects/649324638


The 

menu: 

• This is the home menu 
of the supermarket 
program.

• The home menu displays 
all five buttons, 
which, by the end of 
the project, the user 
should be able to code. 
This allows for the 
button to be clicked 
and the scenario to be 
played out.



The window should 
look something like 
this!

Make sure you have 
selected the 
shopping bag 
sprite.



Product Entry 

• Once the first button is clicked the program 
should ask the user to input both the name and 
the price of the item.

• It will then be stored in two lists which are 
accessed once the second button – product 
display – is clicked.

• If no items are entered and product display is 
clicked a message will pop up explaining this 
for two seconds before switching back to the 
home screen.

First, we’re going to program the product 
entry system!



What it will look like…



First look…

• When we first open the 
shopping bag sprite it should 
look like this

• All of the code for product 
entry will be attached to 
button1Clear block.

• This means that when the 
button is clicked ONLY the 
code for product entry will 
run.



Step 1 

When the button is clicked, this 
code will run, and the screen 
will be cleared. 

The ask box asks and waits for the user 
to input the name of the product.
The name inputted is then stored in the 
‘answer’ block as part of the list 
‘product name’.

Show causes the shopping bag 
sprite to appear, and show 
‘Enter product name: ’ on the 
screen.

Once ‘Product Entry’ is pressed



Step 2 

The broadcast() block is used 
to automatically reset the 
screen back to the home menu 
ready to select another button.

This data is then added to another answer 
variable but stored inside a list named 
‘price’ instead.

Once the product name has been 
added to the list, the program 
then asks to enter the price 
and waits until the user has 
inputted the data



Product Display

• First, the program will check if there is data 
available to display

• If there is it will show the product list and 
the price of each product

Next, we’re going to program the display 
system



What it will look like…



Step 1 

This block of code contains an if then 
else block that checks its condition. 
It’s checking if the number of recorded 
products is greater than 0

Once product display has been pressed…

Once the second button has been 
pressed, the screen changes and the 
show block allows the shopping bag 
sprite to pop up along with both lists.

If the condition is true then 2 
lists will be displayed: Product 
Name and Price



Step 2 

If the condition was false (there 
was 0 items in the list) then the 
following code will be run:

If the condition is false…

It will display a message 
and wait 2 seconds before 
returning to the homescreen



Looking like so far…



You have now ready to 

move onto the 

intermediate section!

The code for this lesson 
https://scratch.mit.edu/projects/649324638 ! 

https://scratch.mit.edu/projects/649324638

