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Lesson 1 - Launch 
(Advanced Tech)

Prepare an automated countdown for your 
rocket, then launch it with new extra powerful 
boosters.

Draw your rocket, then use code to journey 
into space.

Right-click the cat sprite then click delete. 

3. No Cats Allowed!

4a. Draw The Rocket 4b. Import The Rocket

or

Open a New Tab 
in your browser.

Visit www.lgfl.net and 
download the rocket.

Let your mouse hover over 
this button. (Second from the 
right, bottom of the screen).

Move your mouse up to the 
brush icon:

Click the brush.

Next we need Tazz’s rocket. We will use code to make it move, so it needs to be a new sprite.  
You can either import a picture of a the rocket or draw one: 

Paint

Paint

Now go to step 5.

Let your mouse hover over 
the choose sprite button.

Upload Move your mouse to the 
upload sprite, then click it.

Browse to find your rocket 
image.

Now go to step 10.

1. Start Scratch 2. Start Creating

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

Click 
Create.

www.scratch.mit.edu
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5. Choose your tools

6. Start drawing

Pick 
white.

Make a second thinner 
rectangle.

Make a third even thinner 
rectangle.

Drag your mouse to 
create a rectangle shape.

Add a fourth 
rectangle to 
complete the 
rocket.

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

Draw three more 
rectangles to 
divide up the rocket 
into sections.

Pick dark 
grey.

Select the 
rectangle tool. Choose filled.

Filled Outlined
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Convert to Bitmap

Click ‘Convert 
to Bitmap’.

2
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7. Add an Engine

8. Add a Second

9. Finishing Touches

Select the 
line tool.

Start drawing the 
engines.

Draw a second line. Add a final third line.

Select the fill 
with colour 
tool. Fill it with colour.

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

Repeat step 
7 to make 
another 
engine.

UKSA

Add any 
finishing 
touches to 
complete 
your rocket 
sprite.
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10. Variables

Click the Code tab.

Our program is going to need two variables. One will store the current value in the countdown time, 
running from 10 down to 1. The other will store the speed of the rocket, increasing gradually from 
zero as the rocket accelerates. 

Make a Variable

Click Variables Click Make a 
Variable.

Make a Variable

Click Make a 
Variable.

Now make the 
variable to store 
the speed:

countdown Type in 
countdown

Click OK

speed Type in 
speed

Click OK
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11. The Code

12. Test Launch

5

Drag in the following code:

Run this code when the green flag is clicked:

Set the initial speed to zero.

Start the countdown from 10.

Move the rocket down to the bottom of the screen.

Make sure the rocket is pointing upwards.

Shrink the sprite down to 20% of its size.

Repeat the following code 10 times:

Show the current value of the countdown variable.

Decrease the value stored in the countdown variable.

Show ‘Blast Off!’.

Keep repeating the following code forever:

Very slowly increase the value in the speed variable.

Move the rocket up, by the value of the speed 
variable.

Click the Green flag to test your code.

Your rocket should countdown from 10 to 1, then blast off into space, 
gradually getting faster and faster.

If your code doesn’t work check through it carefully. Look at the comments in step 
11 to try and work out where the problem might be.
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15. Draw Some Smoke

14. Tools at the Ready

13. Engine Upgrade

6

Drag your mouse 
to draw a simple 
black circle in the 
centre of the 
drawing area.  

Make it about a 
quarter of the 
height of the 
drawing area. 

The new more powerful engines will create a lot more smoke than the old ones.

Pick 
black.

Click the Costumes tab.

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

Hover 
over this 
button.

Move your 
mouse up to the 
brush icon then 
click it.

Paint
Convert to Bitmap

Click ‘Convert 
to Bitmap’.

Select the 
ellipse tool.

Choose 
filled.

0

100

0
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16. Engine Smoke Code

Run this code when the green flag is clicked:

Hide the original smoke sprite.

Keep looping the following code:

The new engines are going to create a lot of smoke. To show this we will make some code to 
duplicate the smoke sprite you have just drawn. This is called cloning.

We will need two new sections of code. The first will clone the smoke spirte. The second will 
animate the smoke.

Click the Code tab and drag in the following code:

Make a copy of the smoke sprite (a clone).

Each new copy of the smoke sprite will run this code:

Set it to a random size.

Make sure it is visible.

Make it slightly transparent.

Move it to the centre of the rocket.

Move it down 50 pixels nearer to the engine..

Make it point downwards at a slightly random angle.

Run the following code 20 times.

Make the smoke spirte get slightly smaller.

Move the smoke downwards. Adding on the 
speed variable will make the smoke move 
faster as the rocket accelerates.

Once each smoke sprite has shrunk to be 
almost invisible then we delete it.
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Experiment

Try changing 0.1 to a larger or smaller value, maybe 0.2 or 0.05.

What happens if you di�erent values in the repeat loop?

In the Sprites pane select the rocket sprite.

In the Sprites pane select the smoke sprite.

What happens if you di�erent values in the repeat loop here?

This code makes the smoke sprite clones shrink. Try -2, 0 and +2 as 
values here. What happens to the smoke?

Try changing some of the other values in the pick random code blocks. What e�ect do they have on the 
smoke?
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Challenges

- Make the rocket accelerate more quickly.

- Change the rocket design.

- Draw your own background:

Click 
the 
stage 
icon. Choose the 

Backdrops tab.

U
K

SA

Start by 
drawing the 
sky and the 
ground, then 
add your own 
ideas.

- Adjust the values in the go to x: y: code block to make your rocket start on the ground. 

- Can you make more smoke, or smoke that is more realistic?

- Watch Tazz’s description of the launch. Is there anything else you can add to your code?

Convert to Bitmap

Click ‘Convert 
to Bitmap’.
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