
Unit 1. Lesson 3

1. Start Scratch 2. Start Creating

4. Moon Buggy

Right-click the cat sprite then click 
delete. 

1

3. No Cats on the Moon

Start your web browser then go to 
www.scratch.mit.edu

Click Create.

You can draw your own moon buggy, or download one from the LGfL Space Adventures website.
If you draw your own one, draw it from the above, facing to the right. 

Open a 
New Tab 
in your 
browser.

Visit www.lgfl.net 
and find a picture of 
the moon buggy.

SA_rover_plan.png
Download 
it to your 
computer.

Hover over 
the choose 
sprite button.

Upload

Move to the upload 
sprite, then click it.
Browse to find your 
rocket image.

Lesson 3 - Moon Buggy

After landing on the moon its time to get to 
work. Tazz needs the moon buggy.

We need to add code so it can be steered 
around and avoid craters.

www.scratch.mit.edu
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6. Make Some Craters 

5. Select The Background

7. The Moon’s Surface
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Select the 
ellipse 
tool.

Click the Stage icon.

Choose the 
Backdrops tab.

Pick a 
medium 
grey.

Hold down the 
shift key to 
make perfect 
circles. Drag to draw a crater. Don’t make them too big. Make some more.

Select the  
Fill with 
colour tool.

Click the drawing 
area to fill it with 
grey.

If you make a mistake click the 
undo button and try again.

Convert to Bitmap

Click ‘Convert 
to Bitmap’.

Make the 
line thicker.
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Choose outlined.
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Pick light 
grey.
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9. Buggy Code

10. Test Drive

8. Select The Buggy

Important! Make sure you select the Moon Buggy before adding code.
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When the green flag is clicked run this code:

Repeat the following code forever:

Move the  buggy 1 step forward.

Click the Green flag to test your code.

Your Moon Buggy should start to move. If it hits a crater it should stop.  Pressing the left 
and right arrow keys should steer the buggy around.

Click the Code tab.
In the Sprites Pane 
click the Moon 
Buggy  icon.

If the left arrow key is pressed run this code:

Rotate the buggy anti-clockwise.

If the right arrow key is pressed run this code:

Rotate the buggy clockwise.

If the buggy hits a crater then run the following:

Move the buggy forward minus 1 step, the 
same as moving backwards 1 step.

If your code doesn’t work properly then check the blocks above carefully. Make sure 
you have got the turn 2 degrees blocks in the right places. Check that each of the if 
blocks are underneath eachother, not insider eachother.

Set the colour to check for 
by clicking inside this box

Shrink the moon buggy to 35% of its size.

touching color Select 
the 
pippette.

Move the mouse 
around to find the 
colour you are 
checking for then click 
the mouse. 
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Experiment

Challenges

Save Your Project

Change the number in the 
turn blocks and see if 
makes the moon buggy 
easier to steer.

Add some code to give the buggy extra speed when you need it. You might need to:

- Add another when key pressed code block.

- Choose a key to press for extra speed.

- Make the buggy move forward a few steps when that key is pressed.

Add another button to move the buggy backwards when you get stuck:

- Add another when key pressed code block.

- Choose a different key to press to make the buggy reverse (go backwards).

- Make the buggy move backwards a few steps when that key is pressed - use a negative 
(minus)  number for this.

What else might Tazz see on the moon? Draw your ideas on the backdrop.

You will need your all your code and your moon buggy in the next project so make sure you save it 
to your Scratch account, or download it to your computer.
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