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Introduction

Getting a letter in the mail is so exciting! Especially if it's an invitation or a postcard. Not many people write
letters anymore, but it's still a fun way to communicate. If you've never written a letter and sent it in the mail,
give it a try sometimel!

While coding, you can send messages from one sprite to another. Let's learn how to do this.

Broadcasting Messages

Broadcasting messages means sending information from one part of the code to another. It's like giving
instructions or sharing information between different parts of a program.

There are 3 different broadcasting blocks you can use:

This block is used to send a message to another part of your code.



pbroadcast message1 ¢ ' and wait

This block is used to send a message to another part of your code and then pause.

when | receive messagel »

This block is used to receive the message and trigger the code you want to start. When using broadcasting
messages in your code, ensure your commands are clear and precise.

Critical Thinking Questions

1. How do you think broadcasting messages in coding is similar to sending a message to a group of
friends? Can you think of another way to share information in a program?

2. Why is it important for different parts of a program to be able to "talk" to each other through
broadcasting messages? How do you think this helps the program work better?

3. Consider broadcasting a message in your code to achieve a specific movement, such as a sprite
moving very carefully like a snail. If you then wanted the sprite to move quickly, how would you adjust

your code's instructions? What is the impact of selecting precise instructions on the outcome of your
program'’s actions?

Questions (5)

MULTIPLE CHOICE
1. What does it mean to broadcast messages?

Choose the correct answer:

A. Playing loud noises in your code.

B. Sending information from one part of the code to another.

C. Telling your code to repeat.

D. Responding to something on a computer when the user does something.



MULTIPLE CHOICE

2. How many broadcast blocks are there?

Choose the correct answer:

A.

B.

2

3. Which broadcasting block is used to send a message and then pause the program?

MULTIPLE CHOICE

Choose the correct answer:

A.

B.

Send message
Broadcast message and wait
Receive message

Trigger message

MULTIPLE CHOICE

4. What happens when a program receives a message?

Choose the correct answer:

A.

B.

It changes the backdrop
It plays a sound effect
It triggers the corresponding code block

It moves the sprite

MULTIPLE CHOICE

5. Why are broadcasting messages useful in programming?

Choose the correct answer:

A.

B.

They allow for sending emails
They enable communication between different parts of a program
They help organize files on a computer

They create animations



Games (3)

1. Broadcasting Messages Typing Game
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2. Broadcasting Messages Matching Game

©3 Full Screen <) Audio wa Instructions A Answer Key I Pause « Clear All + Check Matches

Attempts: O

This block is used to This block is used to This block is used to
send a message to send a message to receive the message
m{ =D r=sE=0) another part of your another part of your and trigger the

code. code and then code you want to
pause. start.




3. Broadcasting Messages Memory Game
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Blocks Pro Challenges (3)

1. Greetings!
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3. Quiz Master
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multiple-choice questions. One
sprite represents the quiz master
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Answer Keys & Solutions

Questions

MULTIPLE CHOICE
1. What does it mean to broadcast messages?

Correct Answer:

A. Playing loud noises in your code. X Incorrect
B. Sending information from one part of the code to another. v Correct
C. Telling your code to repeat. X Incorrect
[ D. Responding to something on a computer when the user does something. X Incorrect

Explanation:

Broadcasting messages is like giving instructions or sharing information between different parts of a program.

MULTIPLE CHOICE
2. How many broadcast blocks are there?

Correct Answer:

A 2 X Incorrect
B. 3 v Correct
[ C. 4 X Incorrect
” D. 5 X Incorrect

Explanation:

The broadcast blocks say "broadcast [message],” "broadcast [message] and wait,” and "when | receive
[message]"

3. Which broadcasting block is used to send a message and then pause the
program?

MULTIPLE CHOICE

Correct Answer:



A. Send message X Incorrect
B. Broadcast message and wait v Correct
C. Receive message X Incorrect
D. Trigger message X Incorrect

Explanation:

This block allows for synchronization between different parts of the program.

4. What happens when a program receives a message?

Correct Answer:

MULTIPLE CHOICE

A. It changes the backdrop X Incorrect
B. It plays a sound effect X Incorrect
C. It triggers the corresponding code block v Correct
D. It moves the sprite X Incorrect

Explanation:

Receiving a message initiates specific actions based on the message received.

5. Why are broadcasting messages useful in programming?

Correct Answer:

MULTIPLE CHOICE

A. They allow for sending emails X Incorrect
B. They enable communication between different parts of a program v Correct
C. They help organize files on a computer X Incorrect
[ D. They create animations X Incorrect

Explanation:

Consider how messages facilitate interaction and coordination in programming.




Games
1. Broadcasting Messages Typing Game

Typing game - no answer key needed. Students practice typing the provided content.

2. Broadcasting Messages Matching Game

Matching Game Solutions:

1. A yellow code block that says "broadcast message 1" >
2. A yellow code block that says "broadcast message 1 and wait" ->
3. A yellow code block that says "When | receive message 1" >

Students must drag items from the left to match with corresponding items on the right.

3. Broadcasting Messages Memory Game

Memory Game Pairs:

1. A yellow code block that says "broadcast message 1" © A yellow code block that says "broadcast
message 1"
2. A yellow code block that says "broadcast message 1 and wait" < A yellow code block that says

"broadcast message 1 and wait"

3. A yellow code block that says "When | receive message 1" © A yellow code block that says

"When | receive message 1"
Students must find all matching pairs by flipping cards and remembering their positions.



