SCRATCH FORTUNE-TELLER
45-60 MINUTES
What is your fortune… what is your wish? This is an intermediate and whimsical project, designed for youth and adult educators, that employs the use of
language and humor in Scratch. You will use question and answer blocks along
with lists to create random fortunes or answers to your deepest questions.

LEARNING
GOALS
In Fortune-Teller you’ll get an introduction to a number of Scratch elements all in one project. You’ll create a number of sprites, we’ll use variables to hold a set of random numbers. The broadcast blocks will let
sprites talk to each other and the ask and answer will let our fortune
teller talk to the user.

GET STARTED
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Open Scratch; a new blank
file with a cat sprite will be
created. For this project we’ll
be creating two more sprites
for a total of three. Make the
first new sprite by clicking
on the paintbrush-star button
(Paint new sprite).
This will open the paintbox
window.

CREATE YOUR 8-BALL
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For this sprite, draw a large
ball using the circle tool. An
easy way to make a perfect
circle is to hold the shift key
down when you draw the circle. Cut a hole in your circle
by drawing a smaller circle
inside your larger circle.
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For the next sprite, ( now
you’ll have three) again click
the Paint new sprite button,
and in the paintbox. Use the
font “T” tool to type a large
number 8 in a font you like…

Now go back to the cat sprite to edit its costume. To do this click on
the cat in the sprite area then click on the edit button for one of the
costumes

Next to the copy of the
drawing (“costume2” in this
case) click the Edit button.
Use the zoom magnifing
glass to zoom in then use
the eraser to delete the body
of the cat so its just a head.
Click OK when you’re done.

On the Stage, line up the 3
sprites on top of each other.
Next click on the Stage button in the sprites area, then
the Backgrounds tab. Click
the edit button and use the
paintcan tool to fill the background with a color.
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START WORKING WITH VARIABLES
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Go to the blocks area, click
the Variables button and
click on the Make a Variable
button. Name your new variable Random #
Scratch will create all the
variable blocks you will need
to use this variable.

PROGRAM YOUR SPRITES
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Click on your cat sprite then
up on top above the scripts,
you can click on the “sprite1” to rename it to “cat”. Do this with the
“ball” and the “8”. The go back to the cat sprite’s script area.
In the blocks click the Control button and drag out a when cat
clicked block. You want your program to
start when the user clicks on the cat head
sprite
Next, set the variable. Go to
Variables blocks and drag
out the Set Random # variable block. You can set it to
something random, depending on how many answers
you have.Operators set of
blocks. Set the pick random
from 1 to 5.
Next, we’ll hide the cat sprite
so that the 8 sprite can appear with a broadcast block.
After the cat hides, we’ll send
out a broadcast message to
show the 8. To do this you’ll
have to create a new broadcast. Drag one out then click
the arrow to add your broadcast message
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Your program should look
something like this right now:
We’ll be adding more more
to it.
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While the 8 is showing, the
Fortune-Teller is thinking.
Let’s play a sound to represent that. When you are at
the Ball sprite, go to Sounds
tab and click on the Import
button. Select Bubbles from
Effects folder. (You can delete the Meow.)
Now add the sound to your
script.
Don’t forget
to add some thinking time by
inserting a wait block.

Click on the eight sprite and create some scripts.
When the program starts you’ll want eight to be
hidden.
Like this:
Now you need to have something on the receiving end of your
broadcasts from the cat scripts. Create these two scripts:

4

MAKE YOUR MESSAGES

15

Go back to the cat sprite’s
scripts and build this script:
You can chose what your 8
Ball will say —Yes, no, maybe,
etc – with a purple say for 2
secs block.
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Right-click ( control-click on a
Mac) on the top of this script
to duplicate it. Copy four
more of them, making each
one have a different message and be sure to change
the number the variable
equals.

Since the variable equals a
random number between
one and five, you’ll use numbers one through five.

MAKE YOUR MESSAGES
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Go to the blue Sensing blocks and
drag out an ask _ and wait block
And fit it into your cat sprite script like this:
You can fit it between blocks, just
wait for the white line to show up
where you want to put it.
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This is what your main cat
sprite script should look like:
Be sure to test it with a friend
to debug any problems
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Now you’re done! Spice up your Fortune-Teller by adding more
sounds, changing colors, more messages, or anything else you can
think of!

Explore forecasting further by delving into strategy game theory and
decision-making found in the following projects: 06-Fortuneteller (http://
scratch.mit.edu/projects/keithbraafladt/872798) or Telephortunes 1.0 (http://
scratch.mit.edu/projects/ilmungo/555778)
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