
3. Its Dark Out There
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We need a fully black background.

Select the  
Fill with 
colour tool.

Pick black.

Click the 
drawing area to 
fill it with black.

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

Backdrops tab.

Convert to Bitmap

Click ‘Convert 
to Bitmap’.
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1. Start Scratch 2. Start Creating

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

Click Create.

www.scratch.mit.edu

Lesson 3 - Starsburst

As you travel through space you see stars - 
nothing but stars.

Use code to create the view from the space-
ship as we hurtle through the universe at 
17,000 miles per hour.
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6. Choose your tools

8. One Small Star

7. Zoom in!
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When you zoom right in to the picture, a 
‘cross hair’ shape should appear. This shows 
you the exact centre. 

Right-click the cat sprite then click delete. 

4. No Cats In Space!

Click the zoom in 
button 6 times.

Draw a small white dot as close to the centre 
as you can. 

5. Add One Star

Hover 
over this 
button.

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

Paint
Convert to Bitmap

Click ‘Convert 
to Bitmap’.
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Select 
the brush 
tool. Pick white.
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Make the 
brush much 
thinner.
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10. Star Cloning
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Run this code when the green flag is clicked:

Hide the original star sprite.

Repeat the following code 30 times to make 30 stars:

We will need lots of stars on screen as we travel through space. To show this we will make some 
code to duplicate the small star you have just drawn. This is called cloning.

There will be two sections of code for the stars. The first one will clone the star:

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

9. Variables

We need a variable to store the speed of the spaceship. We won’t actually move the spaceship, 
instead we will move the stars towards us at that speed.

Set the speed variable to 1.

Click the Code tab.

Make a Variable

Click Variables Click Make a 
Variable.

speed Type in speed

Click OK
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11. Move The Stars
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12. Test Your Code

13. Speed Control

The second section of code will animate the stars, moving them from the centre of the screen 
towards the edge, to create the effect of travelling through space.

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

Move it behind other things on the screen.

Make sure it is visible.

Keep repeating the following code:

Move it to the centre of the screen.

Set it in a random direction.

Now repeat the following code until the star 
reaches the edge of the screen:

Move the star forwards according to 
how fast the current speed is.

Shrink it down as small as possible.

Make the star get slightly bigger. 

Click the Green flag to test your code.

You should see lots of small stars coming towards you.

If your code doesn’t work check through it carefully. Look at the comments next to 
each block to try and work out where the problem might be.

Speed 1

In the top left 
corner of the 
screen, right-click 
the speed 
variable. 

Speed 1

Click slider.

Speed 1 Speed 1

Click the green flag to run 
the code again, then try 
dragging the slider to 
increase the speed and 
watch the stars accelerate!

Speed 3
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15. Choose Your Tools

16. Start Drawing
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Pick dark 
grey.

Drag to create a rectangle 
shape across the top of 
the drawing area.

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

Now we need to draw the inside of the spaceship, with a window to view space through.

Finally add a rectangle at 
the bottom.

Draw a second rectangle 
on the right hand side.

..and another on the right 
hand side.

14. The Spaceship

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 
rectangle tool. Choose filled.

Filled Outlined
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17. Test Your Code

18. Keep In Position

19. Test Your Code

Click the Green flag to test 
your code.

You should see lots of small 
stars coming towards you. 
The dark grey window of the 
spaceship should show on top 
of the stars. 

To keep the spaceship window in place we need to add a simple bit of code to it:

Click the spaceship 
window (Sprite 2) in 
the sprites pane to 
select it. 

Click the Code tab. 

When the green flag is clicked run this code:

Move the spaceship window to the centre of the screen.

Now drag in this code:

Click the Green flag to test your code.
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