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HIT THE TARGET!
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☐ Step 1: Sign in to OneNote → Click your Class I.T Notebook
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☐ Step 3: Sign in
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(A)

(B) Type username 

and password

(C)

Swipe   for next stepCopyright © Autism Resource Centre (Singapore) 
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☐ Step 2: 

 T1-T2 Scratch →Hit the Target.

Click scratch link.

Your Name

(B)

(A)

Lesson 7 – Ani..

Lesson 8 (PART 1)

Lesson 8 (PART 2)

Lesson 9 – Sprite…

(C)
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❑  Step 4: Click profile name, then click     

    

❑  Step 5: From Class Studio, click  

    “Hit the Target Game”.

Swipe   for next step

Hit the Target Game
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❑  Step 6: Click project in the Studio. ❑  Step 7: Click 

Swipe   for next step

Hit the Target Game
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☐ Step 8: Change project title to: YourName Hit the Target

 

YourName  Hit the Target

Swipe   for next step



❑ Add sprites, backdrop, and sound.

❑ Add score and time variables

❑ Code target aim sprite

❑ Code enemy sprite.
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Activity: Hit the Target!

NOW

Swipe   for next step



☐ Step 1: KEEP “Target aim” sprite 

         and choose 1 enemy sprite.
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Choose sprites, backdrop & sound1

☐  Step 2: Choose backdrop          

DO NOT DELETE 

Target aim sprite 

Choose 1 and delete the other sprites

Swipe   for next step



☐ Step 3: Click           . Click                   →         to choose a sound.
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(A)
(B)

(C)

Choose sprites, backdrop & sound1

Swipe   for next step



☐ Step 4: Click          . Add codes:

 

(A)

Choose sprites, backdrop & sound1

(B) Add codes below

Swipe   for next step



 Add sprites, backdrop, and sound.

❑ Add score and time variables

❑ Code target aim sprite

❑ Code enemy sprite.
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Activity: Hit the Target!

NOW

Swipe   for next step
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Add Score and Timer2

☐ Step 1: Click        →         .               

        Create 2 new variables: Score and Time. 

(B)

(C) Make 2 new variables 

(A)

Score Time

Swipe   for next stepCopyright © Autism Resource Centre (Singapore) 
All Rights Reserved.



 Add sprites, backdrop, and sound.

 Add score and time variables

❑ Code target aim sprite

❑ Code enemy sprite.
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Activity: Hit the Target!

NOW

Swipe   for next step



☐  Step 1: Click    . Add codes:           
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target

Code Target aim sprite3

For target aim to follow

30s Countdown timer

Swipe   for next step



 Add sprites, backdrop, and sound.

 Add score and time variables

❑ Code target aim sprite

❑ Code enemy sprite.
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Activity: Hit the Target!

NOW

Swipe   for next step



☐  Step 1: Click Enemy Sprite . Add sound:           
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Code Enemy sprite4

(A)

(B)

(C)

Swipe   for next step



☐  Step 2: Click       . Add codes to Enemy Sprite       :           

Code Enemy sprite
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4

Make        clones every 1~3s deleted when      and clicked

Make        glide randomly

Swipe   for next step



☐Click         and test your game.

 

Test your game!

Swipe   for next step
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CHALLENGE

2) ADD 2ND ENEMY SPRITE WITH DIFFERENT SCORE!

= 1 POINT

= 2 POINTS

Swipe   for next step
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☐  Step 1:                . 

Swipe   for next step
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Finish → Share, Copy, Sign out

Ms Gan Hit the Target Game

☐  Step 2:

(A)

(B)
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Finish → Share, Copy, Sign out

Swipe   for next step

☐  Step 3: Sign out. Go back OneNote.

(B)

(A)

Ms Gan Hit the Target Game
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Paste link on OneNote

☐ Step 1:     Click inside the box. 

          Press     together on keyboard: 

Swipe   for next stepCopyright © Autism Resource Centre (Singapore) 
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Click and Paste link here

☐ Step 2: Do reflection 

1) How does the game work?

2)
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Paste link on OneNote

☐Step 3: Sign out 

Copyright © Autism Resource Centre (Singapore) 
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(A)

(B)

Finish ☺
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