
 

Objects, Arguments, Events and Event 

Handlers in Scratch   
 

When programming games, a language model that’s universally used is object-oriented programming 

because it organizes the game around objects and data instead of actions and logic. In this activity, you 

will get familiar in how object-oriented programming is integrated with Scratch by labeling the Shark 

Game’s object-oriented programming language.  

1. Visit https://scratch.mit.edu/projects/2370244/ to see the game’s actual code.  

2. Fill in the object-oriented scripts from the Shark’s Game  

 

Object:  

 

 Argument: 

 

 

 

AKA “Instance of a Class” 

Sprites are objects that can be cloned to 

create separate and varied instances of the 

sprite. 

 

 Represented as ovals or hexagons within 

other code blocks, such as your sensing and 

operator script. 

 

 

 

  

Events: 

 

 Function:  

 

 

 

 

Blocks such as "When the Green Flag Is 

Clicked" or "When the Space Bar Is Pressed" – 

these trigger the scripts to run 

 

 Blocks such as Move, Wait and Switch 

Costume allow to reuse block scripts without 

duplicating.  

 
 

https://scratch.mit.edu/projects/2370244/

