
Scratch Lesson - Olympic  Runner

In this lesson, we will learn how to make our Sprite sprint across the finish line.

The coding that we’ll cover in this lesson is as follows:

1) We’ll learn how to create keyboard commands to move our sprite around.
2) We’ll learn how to use Switch Costume, to animate our character.
3) We’ll also learn how to change backdrops to create an illusion of progression.

STEP 1:

Let’s Get Started!

STEP 2:

Step 1 of our journey is importing the template provided called - Olympic Runner. 

Now let’s get comfortable with the assets.

You’ll see that there’s already the following assets included in the template:

• 4 Back Drops are provided (backgrounds).
• A Sprite (you can change the sprite to any other sprite).

By the way, an asset is a resource or material.

Alright, let’s start with some coding! On the right side of your screen, click on Sprite1. All of 
our coding in this lesson is to do with the Sprite, so we will only be focusing on Sprite1. Let’s 
start with the basics, complete the following:

When we click Start [green 
flag] button, we want our 

background to return to the 
starting background, or 

“bg-1” in this case.

Make sure when you drag 
and connect the “Switch 

Backdrop to”, that you click 
the drop down arrow and 

select bg-1.

This will make our 
Sprite go back to 
the start of the 

race.
Finally, add the 

“Switch Costume 
to” and select 

Costume1.



Okay, now let’s move on to the next bit of code we need to implement. In this step, we are 
going to setup the movement controls for our Sprite. We will focus on one movement 
control at a time, as the last one is going to take quite a bit of code! 

Complete the following:

STEP 3:

The first line we need is 
When “Left arrow” key 

pressed.

Now let’s focus on our Up Arrow. To be honest, we don’t actually have to jump over anything 
in our current backdrops, but if you want to get creative and add something that your 
athlete needs to jump over, then add the following lines:

STEP 4:

This line here will allow our 
character to run backwards. 

Note the x is a negative in 
this case.{ This section here will 

animate our characters 
movement. So they don’t 

look like they’re just gliding 
across the background. 

Just like before we need to 
first specify which key 

pressed performs what 
action.

Now we need to tell our 
Sprite to jump. The First 

“change y” value is the actual 
jump itself. If we increase 

this, or Sprite will jump 
higher.

The second change y value is 
for our character to return 

back to the ground.

Note: They’re both wrapped 
in a repeat block.

{
Animation {

This will cause our character 
to move forward by a little 
bit first, before they jump.

Returning Animation

(If you do change the y value on 
top, you must equally change the y 

value at the bottom.)

Note the wait command! Else 
our animation will be instant.



Our last step is the hardest one! This is where all the magic happens. We will first setup the 
movement of our Right Arrow key, then we will tell the backdrop to change when our 
character touches the dot on the far right side of the backdrop. This will create the illusion 
that our Sprite is running further than our current backdrop.

Complete the following:

STEP 5:

Just like before we need to 
first specify which key 

pressed performs what 
action.

Also like before, this line here 
will tell our character to run, 
however it’s a positive, which 

means forward.

{

Animation {Now this section might be a little 
tricky. We are telling our backdrop 

to change when our character 
touches a specific colour.

For our first backdrop, we’ll add the 
“if---then” command. Then we’ll 
pop a “colour (rgb) is touching 

(rgb)?” command into the 
“if---then” command.

Our first colour is our Sprites leg. To 
select the colour, click on the first 

colour then click the little eye 
dropper tool in the bottom of the 

colour menu. Then click on the 
Sprites leg. 

Colour Picker

Our second colour, we’ll do 
the same thing that we did 

with our first colour, 
however, we’re going to click 

on the dot on the far right 
side of the backdrop (using 

the eye dropper tool).

The colour is a dark purple.



STEP 5 Continued:

Next, we are going to add a x 
position. This will make our 

character start from the beginning 
of the second backdrop.

We will also add a “Point in 
Direction” command and set that to 

90 degrees, to make sure our 
character is pointing the right way 

when our backdrop changes.

Lastly, we will add a “Switch 
Backdrop to” and select bg-2.

This will make the background 
change to the next one.

To test to make sure that all is 
working, use your movement keys 

that you setup and make your 
Sprite sprint to the purple dot.

If the backdrop changes to the next 
backdrop, then you’ve done it 

correctly. If not, retrace your steps 
and make sure everything is 

correctly placed.

If everything is working correctly, 
then do the same steps for the next 

2 backdrops.

Remember to change “bg-2” to 
“bg-3” and “bg-4” for the next 2 

lines

{

Animation {
The last piece of the puzzle 
simply adds text when your 
character reaches the finish 
line, this is just an addition 

and does not need to be 
completed!

You can also change the text 
to anything you want too!

Movement

Key assigned

After you’re done with all of this, you’re finished.

You’ve learnt quite a couple of techniques in this lesson, which you can apply to your
own Scratch game! Well done!
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