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Lesson 2 - Booster 
Separation

Your rocket is built from mutliple sections. 
Once the fuel is used up in the first booster 
section it needs to separate and fall back to 
Earth. A second booster will then fire and 
take it further. Create code to make this work 
correctly.

Right-click the cat sprite then click delete. 

3. No Cats in Space!

4a. Draw The Rocket

4b. Import The Rocket

or

Open a New Tab 
in your browser.

Visit www.lgfl.net and 
download the vertical 
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 a sprite to be Tazz’s rocket. You 
can import a picture of 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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6. Start drawing

2

Then drag another thinner 
rectangle.

Make a third even thinner 
rectangle.

Drag to create a rectangle 
shape.

Then a fourth for the final 
part of 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.

5. Choose your tools

Pick 
white.

Select the 
rectangle tool. Choose filled.

Filled Outlined

0

0

100

Convert to Bitmap

Click ‘Convert 
to Bitmap’.

Pick dark 
grey.

67
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57



7. Add The Main Engine

8. Add A Second One

9. Final Details

3

At the bottom start 
drawing the engines.

Draw a second line. Add a final third line.

Fill it with colour.

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

Repeat step 7 to make another engine.

U
K

SA

Add any final 
details you 
can.
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Use the zoom controls to help 
you work accurately.

Select the 
line tool.

Select the fill 
with colour 
tool.
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11. Choose Your Tools

12. The Edge Of Space

10. Add A Background

We need to create a sky that is black at the edge of space, fading through to blue below . 

To the right 
of the 
screen, 
click the 
Stage icon.

Choose the 
Backdrops tab.

Convert to Bitmap

Click ‘Convert 
to Bitmap’.

Select the 
rectangle 
tool.

Choose filled.

Filled Outlined

Pick green.
Drag to create a thin
strip of land at the bottom. 

40

100

65

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

Click to 
colour in 
the sky.

Select the  Fill 
with colour 
tool.

Pick the  
gradient down 
option.

0

100

0

0

100

0

Set the 
first 
colour 
to 
black.

Set the 
second
colour 
to dark 
blue.
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13. Basic Code

14. Test Your Code

15. Duplicate the Rocket

We will put in some basic code to get the rocket in the correct place and make it smaller.

Run this code when the green flag is clicked:

Shrink the rocket down to 25% of its size.

Move it to the bottom in the centre.

Click the Green flag to test your code.

Your rocket should shrink and move to the bottom of the screen. 

We need to break the rocket into three pieces. To keep everything in the right place and fitting 
together we will do this by copying the original rocket. Scratch calls this duplicating.

info

deleteRight-Click the 
rocket sprite in 
the Sprites pane.

Click duplicate. You should now have three rockets.Click it again.

U
K
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info Sprite1 Sprite2 Sprite3

U
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16. Top Section

17. Middle Section

Now we are going to turn the three duplicates into the three separate sections of the rocket. The 
first one will just contain the top part of the rocket - so we need to erase the rest of it.

Select the first 
rocket (Sprite1) 
in the Sprites 
pane. Click the Costumes tab.

Choose the 
select tool.

Drag a 
rectangle 
around the 
bottom two 
sections of 
the rocket.

U
K

SA
Press the 
Delete key 
on the 
keyboard 
(Backspace 
on a Mac).

Next make the middle sections of the rocket.

Select the 
second rocket 
(Sprite2) in the 
Sprites pane. Click the Costumes tab.

Choose the 
select tool.

Drag a 
rectangle 
around the 
top section 
of the 
rocket.

U
K

SA

Press the 
Delete key 
on the 
keyboard 
(Backspace 
on a Mac).

U
K

SA

Next drag 
a rectangle 
around the 
bottom 
section of 
the rocket.

U
K

SA

Press the 
Delete 
/Backspace 
key again.

U
K

SA

If you make a mistake click the undo button and try again, or try using the eraser.

Sprite1 Sprite2
U

K
SA
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Sprite1

U
K
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Sprite3

U
K
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Sprite1 Sprite2

U
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Sprite2

U
K
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Sprite3

U
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SA
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18. Bottom Section

19. Test Your Code

20. Code The Top Section

Sprite1 Sprite2Sprite1 Sprite3

Finally make the bottom section. 

Select the third 
rocket (Sprite3) 
in the Sprites 
pane. Click the Costumes tab.

Choose the 
select tool.

Drag a 
rectangle 
around the 
top two 
sections of 
the rocket.

U
K

SA
Press the 
Delete key 
on the 
keyboard 
(Backspace 
on a Mac).

Click the Green flag to test your code. All three parts of the rocket should snap together at 
the bottom of the screen.

Click the top section (Sprite1). Click the Code tab. 

Change the code to this:

Run this code when the green flag is clicked:

Shrink the top section down to 25% of its size.

Move it to the bottom in the centre.

Keep looping until the it hits the edge of the screen:

Move the section up one step by changing its y coordinate.

U
K
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Sprite1 Sprite2 Sprite3

U
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K
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22. The Bottom Section

Keep looping until the it hits the edge of the screen:

21. The Middle Section

Click the middle section (Sprite2) 
then drag in the code below.

Run this code when the green flag is clicked:

Shrink the middle section down to 25% of its size.

Move it to the bottom in the centre.

Keep looping until ‘2’ is pressed on the keyboard

Move the section up one step by changing its y coordinate.

Make sure it is facing in the correct direction.

Move the section down one step by changing its y coordinate.

Rotate it gently in a clockwise direction.

Click the bottom section (Sprite3) then drag in the code below.
(The code is almost identical to Sprite2’s code - except for one line).

Sprite1 Sprite2 Sprite3

U
K

SA

Sprite1 Sprite2 Sprite3

U
K
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Keep looping until the section hits the ground.

Run this code when the green flag is clicked:

Shrink the middle section down to 25% of its size.

Move it to the bottom in the centre.

Keep looping until ‘1’ is pressed on the keyboard

Move the section up one step by changing its y coordinate.

Make sure it is facing in the correct direction.

Move the section down one step by changing its y coordinate.

Rotate it gently in a clockwise direction.

Keep looping until the section hits the ground.
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23. Test launch

Click the Green flag to test your code.

Your rocket should move slowly in one section. Pressing 1 and 2 should eject 
each of the rockets, making them fall to the bottom of the screen.

If your code doesn’t work see which rocket section isn’t working and look at the code 
for that section. Use the comments to work out where the problem might be.
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