
Unit 3, Lesson 2: Interactions and Sound Effects in Space! 
 
Lesson Intro:  

Theme of the Day 

Today students will work on how the rocket ship and the fuel interact. This will add to 
the theme of their game. As a game designer, they will create words and sounds that 
make the theme better and the game more fun!  

 
Learning Objectives  Concepts (Social & Cross Curriculum)  

● Students can change the way their 
sprites interact to fit the theme. 

● Students can choose sounds for 
their game that fit with the theme.  

● Problem Solving  
● Game Design  

 
Vocabulary  Guiding Questions  

● Theme 
● Conditional 
● Interact 
● Game Design 

 

● What strategies do you use to 
solve problems?  

● How might we change the way that 
sprites interact to make the game 
more fun?  

● What are the words and sounds 
that fit the theme of the game?  

 
Resources  

● Computers 
● Scratch access and logins  
● Puzzles sheet and Answer Key 
● Interactions and Sound Effects Guide  
● Space Bucks 
● CIC On-Ramp 3.2 
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Lesson Procedure: 

Camp Fire (15 min) 

Don’t Forget: Have the Puzzles sheet and Answer Key ready for students.  

Mini-lesson:  
Today your students will be solving one or more puzzles to learn about 
problem-solving.  
 
The students should be divided into pairs or groups to try and solve the puzzles. 
Students can solve as many of these as they would like. The Answer Key can be 
found in the resources.  
 
Each pair/group will need a puzzle sheet and a pencil or two. If you cannot print the 
sheet, these puzzles are easy to display on the board and work through together in 
the front of the room.  
 
If you would like to work through the first puzzle together, go for it! If not, let the 
students try. Be careful about letting the students go too long without success, or they 
might get frustrated. Remember to celebrate success and talk about strategy!  
 
Review the puzzles and discuss problem-solving strategies  
 
Give out Space Bucks to students who have a positive attitude and are doing their 
best. 

 
Teacher-Guided Learning (10 min) 

Don’t Forget: Have computers, headphones (optional), and the Interactions and 
Sound Effects Guide for students. 

Mini-lesson:  
Today students will be editing their graphics and sound effects to strengthen the 
theme as well as make the game more fun and spacelike. They will specifically focus 
on changing the conditionals (if/then statements) that control the way that the 
spaceship and fuel interact. 
 
Ask students how much sound effects play a part in movies, cartoons, or games. How 
do game designers, cartoonists, and moviemakers use sound effects to make people 
feel different things? What sounds might they use for a situation that is funny? Scary? 
Victorious? Defeated?  
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Students will be looking for the conditionals (if/then statements) in each sprite’s code 
to change them. If/then statements tell the sprite to do something when something 
else happens. All of the conditionals are “If touching” statements. These changes 
are supposed to make the game more fun. If students choose sounds or words that 
do not fit, they might confuse the player. But ultimately, it is up to the game designers! 
For example, if the rocket touches the fuel then what happens?  
 
Rocket Ship Sprite:  
Students will start with the conditional statement in the rocket ship sprite. Students will 
change the words in the code to words they think will be more appropriate. Help them 
brainstorm some of the words or phrases that might make sense if the rocket got 
more fuel like:  

● Power Up!  
● Energize!  
● Fuel Up!  

  
Share out ideas and ask students which words they might use in their game.  
 
Fuel Sprite:  
The next conditional that students will be modifying is in the fuel sprite. This will be a 
change to the sound effects of the game. Students will be picking from the audio 
sounds bank for this interaction.  
 
Ask students, as game designers, what sounds they think they might want to play 
when the rocket gets more fuel.  
 
There are hundreds of sounds to explore in the soundbank, including space-themed 
ones.  
 
If there is time, work through the Interactions and Sound Effects Guide with students. 
Here are some important items to know before they get started: 
 

● Make sure they know where the volume control is on their computers; you will 
hear a symphony of sounds when they start exploring and that could get a bit 
loud! 

● Show them that hovering over the purple play button will preview the sound 
and clicking on it will add it to their soundbank.  

 
Give out Space Bucks to students who are on task and helping others.  
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Partner/Team Practice (25 min) 

Don’t Forget: Have computers and the Interactions and Sound Effects Guide for 
students. 

Explain to students that they will be using the Interactions and Sound Effects Guide to 
change the sound and what the rocket ship sprite says when it touches the fuel. 
Remind them to follow the directions carefully and ask a friend if they run into a 
problem or need assistance.  
 
While students are working, circulate to see how they are following directions and how 
they have changed the conditional statements.  
 
If they run into issues, remind them to stay calm, examine the problem, and try a new 
solution. If they are too frustrated, have them step back and take a break before they 
try again or ask a question.  
 
If students have been gone or are new to class, they can remix “CIC On-Ramp  3.2” 
and will be caught up on code from the previous lessons.  
 
Give out Space Bucks to students who help others.  

 
 Reflect/Connect (5 min) 

Don’t Forget: NA 

Mini-Lesson:  
At the end of the session, give students an opportunity to share some of the 
modifications they made to the rocket and fuel interactions.  
 
Give out Space Bucks to students who demonstrate communication skills while 
sharing their work.  
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Models: 
 

Puzzles Sheet and Answer Key 
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Interactions and Sound Effects Guide  
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